


SEGA SATURN MA 











SEGA 
Aa 
SPU 


Tec a 


mate sie 


AN EPIC ADVENTURE OF Pa STR a, 


aR 


MAS a — 
SUL Ue) eh 





tN i 









SATURDAY MORNING 









TRY THIS. IT’s 
IT’S FIVE TIMES 
THAN SOAP AND IT’S DEAD 


SOUNDS A BIT 
LIKE YOU! 





THAT'S RIGHT, DEAD SIMPLE! NEW CLEARASIL COMPLETE FACEWASH IS JUST WHAT YOU 
NEED TO HELP PREVENT ZITS. 


CLEARASIL COMPLETE I$ FIVE TIMES BETTER THAN ORDINARY SOAP AT BEATING SPOTS* 
AND IS AVAILABLE IN AN EASY TO USE PUMP ACTION BOTTLE. 


ITS DEEP-CLEANSING MICROBEAD FORMULA AND SPECIAL SPOT STUFF GETS RIGHT TO 
THE HEART OF THE PROBLEM, KILLING BACTERIA WHICH CAN CAUSE UNWANTED ZITS. 


USED EVERYDAY CLEARASIL COMPLETE WILL HELP KEEP YOUR SKIN FEELING CLEAN AND 
FRESH. ALTOGETHER, IT’S A VERY SIMPLE WAY TO HELP STAY ZIT-FREE. 


ALL YOU NEED TO HELP BEAT SPOTS! ComPLETE 











* CLINICAL STUDY RUN OVER & WEEK PERIOD. 





After the phenomenal success of last year’s event, 


SEGA SATURN MAGAZINE has once again teamed up 


with the confectionery masters at TWIX® to bring 
you the ultimate gaming challenge in the known 


cosmos! Yes, once again we are on a quest to discov- 


er the TWIX® Junior Gamesplayer of the Year! 





WHAT’S THE DEAL? 

It’s fairly straightforward really. SEGA SATURN MAGAZINE wants to hear from 
the very best Manx TT SuperBike players in the country! Fill in the form below 
and crow of your gargantuan achievements on this ace riding sim. We'll be 
choosing the seven best entries and whisking the lucky participants to London 
to take part in the final challenge - a head-to-head gladiatorial battle to the 
finish. In addition to those seven, last year’s winner, one Robert Doubtfire of 
Kent, will be invited back to defend his title! Eight players enter but only one 
can be the winner! 


B... B... BUT HOW? 

When it comes to this challenge, we're only after 
the BEST! We want you to sit down with Manx TT 
right now and play like you've never played before! We 
want your best time on the reverse mirror version of 
the main TT course, as played in Time Attack mode. We think 
you'll agree that when it comes down to speed and technique, there’s no bet- 
ter test on this ace biking game. All bikes in the game may be used for this 


challenge (bar the secret hidden sheep), so regular SATURN MAGAZINE readers 


will know how to access the hidden SuperBikes for even better times! 


re 


: TWIX® JUNIOR GAMESPLAYER OF THE YEAR ENTRY FORM 


MY BEST TIME ON THE REVERSE MIRROR TT TRACK IN MANX TT IS. 












My age is... 
My address is... 
My home telephone number is 





If aged under 16 please ask a parent or guardian to read and then sign the following: 
| verify that the above details are correct and hereby give my permission for the 
above named person to take part in the TWIX® Junior Gamesplayer of the Year 

challenge, should they be selected. 


Signed 
Date. 
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SM/TWIX* P 


HIT THE BRAKES 
AND POWER-UP 


WITH Arise 


WIN £1000 WORTH OF SEGA GOODIES! 
WIN A YEARS SUPPLY OF TWIX® 
WIN £100 OF VIRGIN VOUCHERS! 


THE EVENT: THE 1997 TWIX® JUNIOR GAMESPLAYER OF 
THE YEAR CHALLENGE! 

THE DATE: OCTOBER 25, 1997 

THE PLACE: VIRGIN MEGASTORE, OXFORD STREET, LONDON 


WHAT’S IN IT FOR ME? 

A veritable avalanche of gaming goodies will descend mightily upon the winner of 
his finest of challenges! When it comes to the TWIX® Junior Gamesplayer of the 
ear, the stakes are high, but the rewards are spectacular! 





























THE GRAND PRIZE 

he overall winner of the TWIX® Junior Gamesplayer of the Year walks away with 
heir choice of £1000 worth of Sega gear, plus £100 of Virgin Megastore vouchers, 
which the winner can spend on absolutely anything in ANY Virgin Megastore and 
eing a TWIX® challenge, the victorious player can also expect to be showered 
with TWIX® style confectionery! 


ALL PARTICIPANTS 
he final eight challengers will ALL receive boxes and boxes of TW/X® bars plus exclusive 
Mechwarrior 2 jackets, as donated by the Virgin Megastore and a special medal! 














KNOW THE SCORE... WHAT NOW? 

/ou've spent days and days honing your Manx TT skills, taking your steel steed to 
he max, but still you don’t think you're good enough. Why not hit the brakes and 
ower-up with a TWIX®? Think about strategy and technique as you break for the 
nique chocolate/caramel/biscuit experience that you can only get with TWIX®. 
heh back to the Saturn for more hardcore games playing! 

Once you're happy with your score, note it down on the coupon supplied 
nd send in your entry with five empty TWIX® wrappers (any TWIX® wrapper 
ccepted) to TWIX® JUNIOR GAMESPLAYER OF THE YEAR 1997, SEGA SATURN 
MAGAZINE, 37-39 Millharbour, Isle of Dogs, London E14 TZ. The competition is 
nly open to gamers under 18 years of age but you can enter as many times as 
you want. Entrants under 16 must be accompanied to the final by an adult. Sorry 
to you old codgers not eligible to enter, but them’s the breaks... 




















IMPORTANT! 
You must enclose five empty TWIX® wrappers with each entry form, 


No purchase necessary. All entry forms must reach us by 10 ™ October 1997 
You must be under 18 to enter. if you are under 16 an adult must be able to accompany you to the challenge. 
All entries will be CAREFULLY VETTED so no cheating! 

Please note that EMAP Images cannot be held responsible for any entries lost or damaged in the post. 
Normal competition rules apply. Prize includes standard fare return rail fare to London. 
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This is it: the first full expose of Duke Nukem 
3D on the Saturn! Only SEGA SATURN MAGA- 
ZINE has a final PAL review copy of this incred- 
ible shooting game. In this stunning feature, we 
take Duke apart level by level, weapon by 
weapon. BUY THIS GAME! 


PANZER DRAGOON SAGA 

SEGA SATURN MAGAZINE has the scoop on what must rank 
as one of the most spectacular Saturn titles we've ever 
seen! This is going to be the greatest role-playing game on 
any system - such is the power of Team Andromeda’s latest! 
Check out our first playtest! 


14 








50 MARVEL SUPER HEROES 
Last month we started our extensive cover- 
age on this extremely special fighting game. 
This issue we finish off the character break- 
downs and reveal that - YES - Doctor Doom 
and Thanos are fully playable characters. 


20 SONICR 
Travellers Tales have combined with the mighty Sonic Team to 
create the visually amazing Sonic R. Believe it or not this 
Saturn title easily out-quaffs the visual quality of Nintendo 64 
Mario Kart! Check out our Coming Soon feature and revel in 
some of the best graphics you'll ever see! 


a> 
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56 LAST BRONX 
SSM's unparalleled 
coverage of Last Bronx continues 
with character-by-character 
breakdowns of each Bronxer! 
Learn all the techniques in this 
visually mind-blowing 3D beat ‘em up! 
As we say: Coolio! 


60 CROC: LEGEND OF GOBBOS 
Argonaut Software and Fox Interactive have 
teamed up to bring Croc: Legend of Gobbos 
to the Saturn! This awe-inspiring 3D game is 
the closest us Saturn gamers are going to get 
to Super Mario 64... Check this! 





26 SILHOUETTE MIRAGE 


When Treasure first arrived on the 
Saturn scene, gamers across the 
globe rejoiced to the awesome game- 
play in their first release, Guardian 
Heroes! Now they’re back with the 
very bizarre, yet utterly brilliant 
Silhouette Mirage. Guess what? 
We've got it first! Not too shabby 
eh? Well just check out the quality of 
the game itself! 



















SUBSCRIPTION RATES 


UK £33.00 Airmail Europe £46.00 Airmail Zone 1 £73.00 Eire £46.00. These rates include postage and packing. 


SUBSCRIPTION/BACK ISSUES ENQUIRIES 


Sega Saturn Subscriptions, Sovereign Park, Leicester LE87 4PA. LE16 SEF. Phone (01858) 435350 
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Bae Mer AL ad 


he quality of Saturn games just gets better 
and better - as can be seen by our two. 
favoured games of the month - Marvel Super Heroes and 


Duke Nukem 30. Both take the Saturn into new, ground-breaking ter- 

ritory. MSH shows that the Saturn is the undisputed master 2D 

machine. And as for Duke... well, Lobotomy have shown that the Saturn 

can more than match PlayStation in the 3D arena when the right team 

are on the job. But the fact is that there’s much, much more to come. As our monster news exclu- 
sive reveals, contrary to the rumours propagated on the Internet, Sonic Team are still producing 
amazing Saturn titles. The fact is that Saturn owners have never had it better. Who needs tons of 
samey, mediocre software when you get games like Burning Ranger, Sonic R, Grandia and Panzer 
Dragoon Saga EXCLUSIVE to the Sega system? With this packed issue, | rest my case. 

Rich Leadbetter, 








rid Exclusive! 





Editor 





Introducing... 
sonic team's awsome 
Burning Ranger! 


Sonic Team’s most secret project is finally revealed! Ml Mind-numbing graphics redefine the 


world of Saturn 3D! Mi Simultaneous debut for the game at the ECTS and Tokyo Game Shows! 
Rm 


Here we have the first screenshots in 
the world ever of Sonic Team's first 
original project since the earth-shatter- 
ing NiGHTS: the mind-boggling 
Burning Ranger! 

The game is definitely something of a 
departure for the Sonic Team, whose 
work to date on all Sega platforms has 
been based on cartoon-style icon char- 
acters. Burning Ranger, although still 
character driven, takes the team into 
science fiction territory with a 3D 
engine that defies beliefl 

SEGA SATURN MAGAZINE has been 
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given an exclusive playtest of Buming 
Ranger and came away with minds 
blown at what the Sonic Team have 
achieved. The initial look of Burning 
Ranger is reminiscent of Tomb Raider, 
crossed with Virtual On. 


FULL FREEDOM! 


The same legendary degree of free- 
dom found in Lara Croft's first adven: 
ture is evident in the new Sonic Team 
game (although it has to be said that 
the action is a lot, lot smoother), with 
the VO influence coming through on 





Unconscious people need rescuing! 


the main characters. Although recog- 
nisably human, each of the two 
Burning Rangers (you can choose 
between a male or female character) 
is strapped into a cyber-suit which is 
kitted out with advanced weaponry 
and jump boosters. 

Gameplay is an issue which we 
haven't fully got to grips with as of yet. 
The eponymous Burning Ranger is kit- 
ted out with a laser which is cool for 
taking out the stunningly animated 
robots, but is just as useful for putting 
out the vast amount of fire found 
around the level. 


FIRE! FIRE! 

As you might imagine from a name 
like Burning Ranger, putting out fires 
is seemingly the primary aim of the 
game. It’s clear that Sonic Team have 





Check out this cool 3D - this game is ACE! 





put a vast amount of effort into the 
way the fire is portrayed in the game - 
the result is extremely realistic, with 
some unbelievable transparencies. 

Your progress through the levels is 
dictated by the liberal use of sampled 
speech. This is your back-up team 
speaking, telling you which areas you 
should be concentrating on in your fire- 
fighting activities. This is another inno- 
vation found in Burning Ranger. Your 
team react to the overall situation in 
each level, guiding you to the hot-spots 
which need dealing with urgently. 

It's also the reason why Burning 
Ranger will spectacularly fail when it 
comes out on import. Every piece of 
speech is in Japanese and it's ESSEN- 
TIAL that you fully understand every 
word. Without it you're unlikely to get 
past the first level. 


ed to keep it top 
long (development 
ITS finished all th 
being prepped a: 
lease, but due 
st amount of translation 
we won't be seeing it until 
early 1998. 


CS MAGIC 
report that 


y. This explains 
d Burning 
same time. 


These giant robots populate the first level of Burning Ranger. Press and hold the fire button to power-up and blast the mutha away! 


e ; 1 azine as a whole. So any ideas you 
Grab some mad ail! 
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“Forget Zap! and Cool ein ene apne Ney 
Boarders - this is the i 
best title in the genre!” 


for release in Japan 

liders, this title has already been 

picked up for r by Sega Europe, 
Id have it 

January 1998. The reason for 

ing the right 


The gameplay is the true star of this game! 
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Bat Man 








Pocket 





Batter up! Take a swing at Dynamite Baseball. 


WE HAD NO SPACE TO MENTION 

this cool sports title last issue, but Sega's 
latest baseball game was also a surprise 
hit at their recent arcade show (see SSM 
23). From the creators of “Final Arch” (an 
ST-V game that never made it to the UK) 
comes Dynamite Baseball '97, AM1 lat- 
est coin-op offering and one that 
employs the power of the Model 2 board 
The game runs at a smooth 60 fps, 
employs motion-captured players and 
takes America’s No. 2 sport to an incredi- 
bly realistic level. The game's main sell 
ing point is its unique lever/ buttor/bat- 
stick control mechanism which allows 
players to switch between batting and 
fielding. Using the bat-stick you can 
judge the timing and strength of your 
swing precisely while the control of both 
the pitcher and batter is simple enough 
for even a beginner to pick it up easily. 


Promotion 








Fancy saving yourself a whole £5 on WipEout 
2097? Well now you can. Simply cut out the 
coupon on this page and proceed to Woolies! 





As one of the greatest Saturn racers ever, 
WipEout 2097 is an essential purchase. 
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“You hit ball and run, me wear cool cap!” 


AM1 have also employed a live TV 
broadcast-style camera that constantly 
shifts perspective and angles, yet still 
retains a perfect view of the 3D texture 
mapped stadium. When you get a 
Home Run, the camera pans over the 
crowd and you can watch from above 
and around as your character runs from 
base to base. For even greater realism, 
Sega have also included plenty of virtual 
advertising boards with such compa- 
nies as Coca Cola, Maxcel and even 
Bandai displaying their wares! 


AM1i take Baseball to an 
incredibly realistic level 
thanks to the power of 
the Model 2 board! 


THE SEGA SATURN HAS THE BEST 
racing games around; FACT. With titles 
like Sega Rally Championship and 
Sega Touring Car EXCLUSIVE to the 
system, we can safely rest our case 
However, sometimes we have to 
admit that the PlayStation does actu- 
ally play host to some cool racing 
action, case in point: WipEout 2097! 
Well now that mammoth videogame 
has reached the Sega Saturn and it's 
just as good as ever it was. 

SEGA SATURN MAGAZINE has 
teamed up with Woolworths and Sega 
Europe to bring you this incredible 
offer, that being a complete five 
pound rebate on this most finest of 
futuristic racing sims! There's little 
excuse not to take advantage of this 
brilliant offer. SEGA SATURN MAGA- 
ZINE awarded WipEout 2097 a colossal 
92% (as did our competition, come to 
think of it), so you'll be buying into 
racing action of a guaranteed quality. 
Adrenalin-fuelled gameplay and loads 
of tracks, make WipEout 2097 a blast! 


Fighter 


3107 VAS 4186 


WIPEOUT 2 


Capcom have just 

announced yet another 
imminent arcade title. 
Pocket Fighter takes the minia- 

ox . turised Street Fighter and 
DarkStalkers characters made 

popular by Puzzle Fighter and gives 

them their very own beat ‘em up. 

As yet another extension of the Street 
Fighter series, Pocket Fighter features 
plenty of Fireballs, Dragon Punches and 
Hurricane Kicks, but gives them a cute 
and comical twist thanks to the inclu- 
sion of super-deformed characters. 
Obviously Capcom are playing this one 
with tongue firmly planted in cheek as 
gameplay is strictly over-the-top and 
humorous although the company's 
trademark stamp of quali- 
ty is clearly evident. Ina 
reverse of the effects seen 
in Puzzle Fighter (where 
gem chain reactions would 
trigger Street Fighter 
moves) high-scoring com- 
bos cause gems and other items to 
flatten opponents. Pocket Fighter 
should be hitting UK arcades in early 
October and a Saturn version should be 
on the cards sometime next year. 
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AND THREE THINGS YOU SHOULD DO NOW. 
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They’re all yours, if you're between 11 and 16, when you open a BarclayPlus account. 


Peta ue eae 





Ree Promotion 


Twix changed my life! 


So Aoi 





AS YOU MAY KNOW, TWIX? - IN 


association with EMAP Images - is stag- 
ing the 1997 TWIX® Junior Gamesplayer 
of the Year challenge! 

We spoke to last year's winner, Robert 
Doubtfire, on how winning the 
Championship has affected his life. 
“Well, the best change is being more 
famous than my mother (ie Mrs 
Doubtfire)! Actually the main change 
has been that I have become ‘the one to 
beat’ at computer games - obviously 
nobody can. Some people can sing, oth- 
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ers can run fast and I can beat anyone I 
have ever played against on a game. I 
think it must be a natural talent 
although I did start when I was three or 
four, playing on an Atari.” 

Robert also has some tips for the chal- 
lengers this year. “Last year I found the 
best way to train was not to play too 
many games in the run-up to the com- 
petition but just try to relax. For any 
challengers this year, be warned that I 
am on form and Manx TT is a game 
where the slightest mistake can cause 
doom - and I don’t plan on making any 
mistakes whatsoever.” 

So... fighting talk from the boy 
Doubtfire! Have you got the necessary 
skills to take this gaming monster 
down? Check out the entry form on 
page 3 of this issue, load up Manx TT 
and get racing! 


ba [eos Feo) 





“Behold the power of my magical shaft!” 


FANS OF MIDWAY'S MORTAL 
Kombat series, who have been 
deprived of gore-drenched fighting 
in recent months, will no doubt be 
chuffed to learn that two new 
Fatality-filled titles are imminent. 
Delayed for what seems like forever, 
Mortal Kombat Trilogy should be 
winging its way to us next month 
with the promise of tons of playable 
characters, hidden fighters, 
Babalities, Animalities and crimson 
coloured fisticuffs. Still a loyal 
Saturn supporter, developer GT 
Interactive should have yet another 


ard 
ics 


It appears that players will have the option 
to use weapons as well as special moves. 





Send us your top ten titles and you could win a free Saturn game! Post your choices to READER CHARTS, SEGA 
‘SATURN MAGAZINE, 37-39 MILL HARBOUR, ISLE OF DOGS, LONDON E14 STZ. This month’s winner is lucky old 
Neil Thompson from Hull who can expect a little something from Uncle Sega any day now. 





hit on its hands as UMK3 is still rid- 
ing high in the SSM charts with an 
impressive score of 91% 

Of more interest has been 
Midway's unveiling of Mortal 
Kombat 4. Currently on tour in the 
US, MKq is the first 3D incarnation 
of the game with Voodoo accelera- 
tor chips powering the coin-op 
board. Although these screenshots 
give no clear indication of game- 
play or speed, Midway is confident 
that the game will be more than 
capable of holding its own against 
the likes of VF3. Returning charac- 
ters include Raiden, Liu Kang, 
Sonya Blade and Sub Zero with the 
addition of numerous new faces 
such as the fearsome Fujin. 

There's no news on home ver- 
sions of the game yet but it's 
unlikely that a console translation — 
will appear until early ‘98. Mortal 
Kombat 4 should be arriving in 
your local arcade any day now and 
we'll have more coverage in an 
upcoming Coin-Operated. 





New characters, a new storyline and new 
Fatalities. MK4 will have the lot. 
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Page 3 Lovelies 


Virtual Babes... 


In the flesh! 





New Daily Star promotion brings Saturn and Sega characters to the masses! ll Nagi, Lisa, Janet 


and Candy brought to you in the flesh! ll Tons of prizes to be won in this massive promotion! 



























ONE OF SEGA'S MOST OUTRAGEOUS 
marketing blitzes as in full swing over 
at the Daily Star (the paper of “ooh 
aah’ variety). The videogames giant 
has teamed up with tabloids to offer 
readers tons of Saturn goodies and 
games along with the chance to 
win a cool £1,000 in a prize draw 
every day! Not bad eh? Well, the 
competition is running NOW and 
there are four game cards to collect, 
one for each week of the promotion. 
This “Virtual Babes” activity has 
been a vast amount of attention 
over at Sega HO, perhaps 
because the Daily Star have 
rather nicely brought Sega’s 
sexiest games characters to 
life with the aid of their 
page 3 models. But then, 
you've probably gath- 
ered that already from 
the large pho- 


CANDY (Fighting Vipers, Fighters MegaMix) 
Cutie Candy is brainy beauty - she's got a GCSE 
in Geography! We'd be happy to research her 


contours any time!?! 
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tographs adorning these pages. And 
the cover. Not that we're getting car- 
ried away by all of this activity. No sir. 

Oh... and apparently “raunchier” pics 
can be found weekly in the Daily Star. 
Not that we'll be looking. Nope 

Candy, Janet, and Lisa are shown 
right here and it’s our understanding 
that a certain Jo Guest could well be 
“posing” as the pneumatic Nagi from 
Last Bronx - the cover star of issue #20 
of SEGA SATURN MAGAZINE! Just the 
sort of thing to get you up in the 
morning, eh readers!?! 





“The Daily Star and 
Sega give you the 


chance to win a grand 





every day!” 








v 


LISA (Last Bronx) 
} As you can see from 
2 3 her large... sticks, lus- 
E te 
cious Lisa is mistress 
f of the martial arts 
‘ and she's welcome to 
lay us out at her ear 
liest convenience?! 






JANET (Virtua Cop 2, Fighters MegaMix) 
Raunchy rozzer Janet Marshall is an arrest- 
ing proposition... especially when she's 
OUT of uniform! Being a weapons expert, 
if you're having problems with your 
artillery, she's bound to get it shooting off 
in no time!!? 


SEGA SATURN MAGAZINE 13 


CML Yala 











car's 
CU ‘oy at 
4 


Ie ina it tat cu 


eee EMER CLR Ueno le cael a 
resect mm ea Comeau Nase ets 
reel OR eM Co ra MCR RLET 
ree LT RATT Mea a ele eld 
little to match the splendour of Panzer Dragoon Zwei 
Graphically speaking it's a revelation, doing things not seen on 
Eel ae 9c 
Mee Rahs tees ee 
Corte ee SUR ee sa ola le Ree Te eT 
Rohm OEM at Keele Melee eR Ue el meld 
ee RE RCT eek CRC CR ae eee te 
Eten = Sel 





ve pass ees ee I" ; te at e Be: 


fp ayy 


| RPG? BORING! SURELY NOT 
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that needs to be taken out (and not for a curry either). 





Team Jandromeda Jax Fd RS eC aC 
amazing games ever seen! 


is guaranteed to blow your mind! 


You can check out what I've seen by looking at the screenshots 
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COME FLY WITH ME 
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dragoon and basically fly around, exploring and solving puzzles. 
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achieved via this section (which is also the closest you get to old 
Pears ete Ne} 

ee oreo OC RS Ie eee Tee SC 
eRe mone re en eRe ee MCM OL aa) ORL ELL oe actually a living entity. 
gameplay for which the previous Panzers were unfairly criticised LiteOn 
you can basically go where you want. Which is just as well as there its weak areas. Let it have it! 
appear to be multiple routes through these levels. 
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effect is thrown at you on the first level and you'll have to believe Ss 
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GOING FOR A WALK 
Basically speaking, Panzer Dragoon Saga is split into three distinc 
tive sections, There are bits where your main character, Azel, is walk 
Re ae ee en ee Mor ee) 
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sions with stunning light-sourcing - the works! You even get night 
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Characters wander about the towns, minding their own business, all 
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Yeah, these graphics are cool all right. But they're just the tip of 
the iceberg... Just imagine - this is just the first quarter of the game 
EIR ree eRe Ret Cee CR CO econ RT cm erro 
into the game. Make no mistake about it, this game is going to be 
renee 





Some spectacular battle action on display here. Aren't the graphics just ace? : Just about every settlement in the towns and villages can be explored - they all have exquisite detail as seen here. 
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The battle sections, although turns-based, are amazing to behold. Check this out! SUS UC On Ua CaCO Eien 
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t into the game. There should be pics in the 





DIE! DIE YOU FOOLS! 


The final section in the game that I've come across so far is the com 
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only with some real-time elements thrown in too. 

: Basically, combat takes place pretty randomly as your dragoon 
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Unfortunately, it also allows the enemy to launch an attack on you 
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joming bolts, plus a series of berserk attacks which perform various 
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effects such as taking out multiple targets or forming z 
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bit come in then?”. And | wouldn't blame you. At the moment, 
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Re eee cient 
Petre niece cue aes cxe ccs 
you control Azel) don’t seem as far along the road » 
to completion. And even if they were, the fact 
eae eee use a 
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ups and talk to the populace, there's 
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absolutely spectacular! 

The flying around sections are easier to pin down in that 
Fel red RON TESTE RO Come oa 
case of blasting objects in a certain order and what have you. 
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closely on the relationship between Azel and his dragoon pal. In pre- 
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is the way that the player can define the exact appearance of 
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} here. The key to bringing a boss down is to find its weakness. And 





By changing the various attributes that make up your dragoon’s 
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eyes in a stunning morphing scenario. 
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The graphics the Saturn! 
section of the game ae 
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THE BOSSES 
Pe ea ane ae ecm rcs 
Dragoon and its sequel are the boss characters 
that lurk at the end of each stage. Well, Team 
Andromeda certainly haven't let us down in 
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too much here - suffice to say that they're 
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detailed as Azel himself! Yes 
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RPGs: weak on graphics, - Panzer Dragoon Saga scores FmUhRie 





lon fboth |visuals jand [la abilit This will be a classic game for sure! 
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one of the most stunning 
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AND THE REST 

Basically as you add points to one attribute, they are taken away 
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the game is essential in order to prevail. Just as i 


Dragoon Zwei 


THE BOTTOM LINE 
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could well be one of the most important Saturn titles we've ever 





Poca many reasons for this particularly grandiose praise. 
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been my pleasure to check out in the last few months. This game is 
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DOS COR eC CUS Ue ae Flying into a tunnel where new terrors no doubt await. UCC EUS Ce RO Ce Se Or a 
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NEW SPECIAL RESERVE CLUB SHOPS 
STAPLEFORD, NOTTINGHAM 
164, Derby Road (B5010), Stapleford, 

Nottingham. Next to Kwik Fit 
0115 949 1000 


UPMINSTER, ESSEX 
209-213, St. Mary's Lane 
Upminster. Opposite Somerfield 
OPENS OCTOBER 11th 





MANX TT 


33.99 


THEME PARK —ACTUAGOLF DIEHARD TRILOGY TOMBRAILER WIWIDE SOCCER 97 


14.99 17.99 29.99 29.99 19.99 
SATURN CD : ‘ 


+= NEW ITEM XX% = HIGHEST RATING 
(PLG) = WILL WORK WITH PREDATOR 
‘OF SEGA LIGHT GUN 


















3SPEED isTOL AVON HELM: rt 
SEGA SATURN DEALS re feces oemnen St 
SATURN, CONTROLLER & SEGA RALLY 119.99 y nen MARKED (PLG) BLAZE HIGH CAPACITY ‘01279 600399 6115 989 1000 
RF INTERFACE FOR SATURN 16.99 OF | SEGA EIGHT BUTTON MEMORY CARD (120 SLOT) ...23.99 | | Urmusten, Essex Man's 
FOR USE WITH NON vs y CONTROLLER 19.99 AF INTERFACE FOR SATURN 16.99 stg edeeriey 
SCART LEAD - SATURN TO SCART TV a0" Sates peaRnever ice hat 


7 ea 
KEEPING 
ewe 
ONADS 


THE ADVERTISING STANDARDS AUTHORITY 2 TORRINGTON PLACE LONDON WC1E 7HW 








Buy any one item from our entire catalogue at the same 
time as joining for a year (£6.00) or more and we'll give you 


TOTAL SATISFACTION GUARANTEED OR 


We'll even collect larger items from your door free of 
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OFFERS SUBJECT TO STOCK. OTHER OFFERS AVAILABLE 
i Top GEAR PRO FOR 

Peripherals Consoues © er ‘Ovenaas onan 2. 
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Over 300,000 
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SPECIAL RESERVE 
MEMBERSHIP GIVES YOU 
10 ISSUES OF THE SPECIAL 
RESERVE CLUB MAGAZINE 
Our 48 page full colour magazine, with 
news, reviews and thousands of products 


ALL OF THIS 





‘We only supply members but you can order as you join 


ALL YOUR MONEY BACK 


Trial Members receive one issue ofthe club magazine, Val for ove order 


charge if you are not satisfied 
A FREE COPY OF EDGE 


MAGAZINE 


ANNUAL MEMBERSHIP FEES UK £5.00 EC c2.00 WORLO £12.00 


Members receive ton issues ofthe 










UF EbaE, Book ot 101 Chents and ch 
} THE SPECIAL RESERVE 2 you jin. Theres no 

) BOOK OF 1001 CHEATS Seca sarunw uae 
4 choose one of the ain 

| fantastic gifts below 


absolutely free 
or FREE Footbay ————} 
vital Nekotcha the Cat, football see 5. 





FREE Virtual Pet 
















































WORKS WITH “2! PO Box 847, Harlow, (M21 9PH| 


We are mainly mail order but we also have] 



















Hp Srca 
SATURN 


MAGAZINE 
If you want to place 
an advertisement in 
Britain's official Sega 

Saturn magazine, 
Call Justin Wakeham on 


0171 972 6719 


te a 
5 DISCS = £169.99 
7 
eT Se) 
SUPPLIER...MCNO LTD 
te ees 
FAX: 01206 751198 
WORLDWIDE MAILORDER 





FINISHED IT? DON’T LIKE IT? BORED WITH IT? 


THEN SWaP IT FOR A DIFFERENT ON 


3 OUR UNIQUE SYSTEM IT IS POSSIBLE TO PLAY UP 
IFFERENT GAM ‘OR THE PRICE OF ONE 
oe 


[T OFF THE HIGH STRE 
PRICE INCLUDES: 24 hr DESPATCH ON STOCK ITEMS 


ALL POSTAGE & PACKING 
SALE 




















PERSONAL SERVICE 
CALL £S 


ANS DANNAUT o599 673400 


MEGAMART, P.O, BOX 12, CRAVEN ARMS, SHROPSHIRE, SY7 9WH, 


We operate a simple price banding system. Offer applies to 
used games within the same price band. 


SATURN GAMES 
FROM $4,99 
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sions’ gaming know-how. There's only one slight prob- 
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games designed to match the realistic look of their visuals with 
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game? After all, what is the most fondly remembered of driving 
titles on the Super NES? Super Mario Kart, of course. 
BN Aan aR Or ea Ce pc arta st 





BUA GUO CUCU CLeu Oe CO ROR UCC Cont Gs 











Ye 
00 00.09 
© 00:00, 00 





CSAC IB uae TCT aC BC ete 
ECR R CN a oC ewe eats eC) 
such as Sonic the Hedgehog can make for the own unique brand 
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3D TO DIE FOR 
Okay, so here we are with Sonic R in hand (or rather, in the Saturn). 
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Sure, you've got your super-smooth Sega Rally style 30 frames per 
eC Mae SRC EO) Cee SECS 
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performed wonders with the machine. In fact, it’s hard to imagine 
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The amount of polygons on-screen is impressive enough but add 
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system and you have a game that looks almost unfeasibly good for 
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established limits with Sonic R - the new courses look absolutely amazing. 
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DCE TTC CU Nintendo's Super Mario Kart 64... and believe it A BUTS To date Cuan uc)e ae uo 
CSS OR arc SS ae Ce eC) FB 0 TO =~ > Dah msc Beem ye Evig 
Some shorten the course - Pa RRC uBio t racy > v PT Rew ECB Een La 
others lengthen it (but you and transparencies that you took a y = Peace vey Gili 
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pao R Cereb Butyl SS see just how intricate this track is - you can even see other ramps 
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well thank you in the weeks that have passed since our initial 
Sonic R report. The project is coming together nicely with Travellers 
Tales having incorporated two more tracks since our first look at 
CEC CEE Ra suc NCE Lo eth Bi aig 
taken more of an interest in the game, having dispatched members 
atte ta de ue aC RCRA et eee terra 
with the design of the game. 
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lan lawesome lvideogame Fatomtetrarttrs! Feel the power! 


CHARACTER STUDY 

PCT OS Cn ss abo Sno U MCR ces tg 
the initial list of playable racers. Many more hidden characters are 
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Sonic leaps over water whilst Tails takes on one of the loop-the-loops. 


ROBOTNIK He flies around in his patented hovercar which is 
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contender for Sega Saturn Game of the Year. Now I’ve seen a later 
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See? All of the reflections and misting in effects are still in the two-player mode! 


TRAVELLERS TALES: 
SONIC R PROGRAMMER SPEAKS! 


A programming team with a huge reputation for quality games, Travellers Tales really came in 
to their own with the release of Sonic 3D Blast and Toy Story on the Megadrive. Now they've 
Me eee eee eee eae oe ee ee ee ee ed JON 


BURTON speaks candidly to SEGA SATURN MAGAZINE about the game that i 
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JB | designed and programmed the 3D. 
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JB Travellers Tales was set up about 
seven years ago and we have always 
tried to produce technically good 
games. Our first game, Leander, was 
Seid ay ucereuh ae. lsce 


SSM More specifically, what projects 
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Mickey Mania, Toy Story, and Sonic 3D, 
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and game design/flow documents. 
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legendary team? 
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very good with some great design fea- 
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playable game, making our job very 
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time we were approached by Sega to 
produce the next Sonic game. It made 
sense to use the engine we were writ- 
Firemen ea ea 
specifically ask for a racing game). 
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by the success of Mario Kart 64? 
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features and tracks, but | couldn't find 
PMeUE (eur are Nee oe 
pCi ler=e tuto econ Aor g 


SSM At what point was it decided to 
BO nr 
offered by other racing games? 
Seal ccluke nce keke eit 
the race game into a cross between a 


face game and a platform adventure 
game. We developed the 3D engine to 
allow the players to roam freely and 
ended up with an engine that would 
happily support a platform game such 
POET y Magis 
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games - why is this important to 
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adventure so we needed to include 
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way around. 
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ters. Knuckles can glide, Tails can fly, 
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main feature of previous Sonic games. 
Are the team planning to incorporate 
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JB Yes, Each course has a large number 
meron eee aca 
Reese cM 

(rel coe Leelee eM el Loy 
RaprComeu ec eam Alen 


SU ee Td 
Per RUC RCC Lg 
eR td 

Tyas 


Poet Reed 
eC UU aCe 
RUM CRu ae us 
multi-player options? 

JB There will be a two-player mode 
(including Race and Battle modes 
hopefully) as well as Time 
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Relay modes. 
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SSM Travellers Tales are working on 
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tages between the two systems? 
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are few tricks you can do to improve 
the graphical look of the game. The 
Saturn is more complicated to get to 
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ware, Slave and DSP processors and 
nice transparency effects which all 
improve the speed and look of a 
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twisted world of Japanese platform kings Treasure and discovers that 
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PCC OR Ce ena ma ci ertas well as the thoroughly enjoyable Saturn smash Guardian 

classic titles as Sonic the Hedgehog and Super Mario _ Heroes. Although Treasure are now shifting their attentions 
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play. That company is Treasure, responsible for such Megadrive _16 bit glory days. 
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Set in a bizarre world of light 
and darkness, heroic Shina 
Nera Shina battles to save 
both dimensions. 


Treasure have created FQERS@mMIEaees that 
features clever play 
mechanics and @ehmPRRa PNM Charette) Surprises. 


her body is divided into left and right portions each representing 
he Silhouette and Mirage races respectively. This gives her some 
incredibly powerful and unique special abilities. 

However, Shina’s quest soon comes to the atten- 
tions of the mysterious leaders controlling each race 
and both villainous rulers begin scheming as to how 
they may prevent her from accomplishing it... 


LAND OF CONFUSION 
Silhouette Mirage is set on the Earth, but not the current, every- 
day Earth as we know it. Due to the former ecosystem having 
run wild and eventually out of control, all known life on the 
planet has been genetically altered. The fundamental molecular 
properties of all living things was forever warped, resulting in 
mankind being transformed into a new kind of species with 
special abilities. 

On the “Day of Separation” the transformed humans were 
divided into two races, depending on the differences in 
their basic genetic powers. One race was the savage and 
warlike Silhouette, the other was the arrogant and con- 
ceited Mirage. Both groups have an intense hatred for 
each other and battles between the two factions are 
often bloody and violent. 

The heroine of this story is a woman called Shina 
who intends to lead everyone back to their former life 
and put an end to the constant conflicts between 





SHE CAN DO MAGIC! 

First impressions of Silhouette Mirage are a little tricky 
to describe. At first glance the game would appear to be a 
standard platformer with such familiar genre traits as 
shooting enemies to collect power-ups and huge end-of-level 





Silhouette and Mirage. Shina herself is unique, in that bosses. However, multiple replays soon reveal that Treasure’s attention to detail 
Treasure would seem to have retained their ability to create is second-to-none. Even the 
wacky titles as Silhouette Mirage features a number of truly game's intro is a slick piece 
weird characters, clever play mechanics and completely over- of eye candy. 
the-top surprises. 


For starters, Shina herself is capable of performing a num- 
ber of standard and special moves which enable her to swiftly 
move through each level and defeat its many denizens. These >> 


As Shina has both Silhouette and Mirage powers, defeating her enemies requires 
our split-personality heroine to be facing in the correct direction. 


e 





a 


a ret 





Wake the neighbours and you'll get a fridge in the head! — These bullet-headed bad guys are just itching to be free. 
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though tough to defeat, the handgun boss is a real hoot with bad guys dressed 
's bullets being shot from the monstrous weapon. 

























‘rom gigantic, screen-hogging bosses to magical devices, $M’s got the lot. 


TOUGH AS OLD BOOTS 
When it comes to end-of-level guardians, Silhouette Mirage 
promises to be every bit as outstanding as its predecessors. For 
instance, the one level demo we've played contains a stag- 
gering six mid-level and end-of-level bosses, each of 
which employs its own attack patterns and hilari- 
\\ ous mannerisms. In fact just when you think 
you've seen everything that the stage has to offer, 
/ Treasure throw you for a loop with yet another 
wacked out character attempting to stop Shina 
from completing her mission. Two bosses in 
_—~ particular stand out as being especially 
\. unique: a giant truck-mounted hand 
Y gun and an enormous flying fish com- 


>> abilities include a magical blast which homes in on enemies 
from a distance, a grab attack followed by either a swift punch 
or throw, and a dash attack that covers the entire 
length of the screen. This move in particular is 
handy for clearing the screen when Shina 
is assaulted by multiple opponents. 
Unusually for a platform game, 
Silhouette Mirage features an D 
extremely useful Training 
Mode allowing players to test 
out their newfound powers 
before leaping into the game 
proper. Appearing as a split-screen 
watch-and-learn tutorial, players 












copy the actions of Shina and plete with cute schoolgirl head! 
attempt to perform the same moves 
as their duplicate. Pull them off suc- i WHAT’S ON THE DISC? 


Shina’s quest requires her to cessfully and you're awarded with 
unite the warring Silhouette an encouraging thumbs-up before progressing to the next move. 
and Mirage factions and While it’s unnecessary for players to even access this option, the 
return their world toa peace- Training Mode is an excellent place for less skilled platform 

ful existence. gamers to test their skills out. 
















As last month’s Grandia coverage so clearly demonstrated, 
Japanese Saturn owners are currently receiving some of the 
choicest game demos around. The finished version of 
Silhouette Mirage is scheduled to hit stores over there in early 
September, so rest assured SEGA SATURN MAGAZINE will be 
covering this hot import title as soon as we get our hands ona 
copy. The Silhouette Mirage demo we received contained a sin- 
gle level of the completed game as well as the training mode 
and loads of cool production sketches. Knowing Japanese 
developer's have a habit of including extra graphic files on 
their discs (the import version of Sonic Jam is packed with 
some amazing illustrations which can be viewed if you drop 
the disc into a CD-ROM drive), it’s a safe bet that Silhouette 
Mirage will also boast this smart visual treat. 


HARE TODAY, GONE TOMORROW 










During her trek through the game’s many bizarre and varied 
stages, Shina encounters this friendly rabbit vendor who's on 
hand to dish out helpful power-ups and to enable our heroine 
to utilise various special powers. Assuming Shina has enough 
magical energy (keep on eye on the lower left-hand gauge), she 
is presented with the option of either upgrading her existing 
powers or swapping them for an entirely new set of abilities. 
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Left: When fighting the fish- 
head boss, keep an eye out for 
its reflection in the building’s 
windows. Another example of 
Treasure’s inventiveness. 


SRERICGGTe es ee MMM Meee final Saturn game but it’s 
Cae meme mcertainly going jout jwith ja [ang!| 


: weapon, Shina must cause the gun to misfire and hit its own 
: | support struts. While this may sound like a simple task, per- 
fect timing and plenty of energy is required 
to defeat this boss. Likewise, the fish-faced 
guardian can only be destroyed in a particular 
manner but this creature’s tentacled 
attacks, egg-laying assaults and 
spiny back dash moves often prevent 
Shina from getting a clear shot. 
Rest assured, the rest of the 
game's bosses are even more 
weird and wonderful with later 
levels featuring giant sandworms 
and a floating dragon barge! 


The gun boss is encountered at the end of the first stage 
and is being transported on the back of a flat bed truck by the 
level’s minions. As Shina stands ready to face her foe, six crea- 
tures decked out in bullet-headed costumes climb a ladder 
and load themselves into the giant pistol. To defeat this 

















Training 
Mode lets play- 
ers get to grips 
with Shina’s 
special abili- 
ties and 
powers. 










TREASURE CHRONOLOGY 
However, while this game was a monster 


Established in early 1992, the mighty Treasure began their hit, Treasure retreated to its creative hideaway 
meteoric rise to fame with a series of amazing Megadrive and remained silent until June ’97 when they 

titles that wowed gamers the world over. The sheer adic- released the Nintendo 64 platformer, Go! Go! 
tiveness of such games as Gunstar Heroes, Dynamite Heady Troublemakers The company is also now part of the 
and Alien Soldier revealed Treasure’s ability to take a Game Designers Network, a collaboration of top 
sometimes predictable genre and inject it with massive Japanese software houses who have joined forces 
doses of originality and tongue-in-cheek humour. to produce quality games and distribute titles for 
However, not one to rest on their past successes, this inno- smaller companies. Silhouette Mirage is set to be 
vative company constantly experimented with its proven Treasure’s final Saturn game but it’s clear that 
platform formula pushing the Megadrive’s hardware to the they're certainly going out with a bang! 

limits and even producing 3D effects that many developers 

dismissed as impossible. When Treasure switched their Gunstar Heroes - Megadrive ..... 
attentions to the Saturn, Sega’s 32 bit machine received the McDonald’s Treasureland 
finest action/RPG ever: Guardian Heroes. Adventure - Megadrive .... 
Dynamite Heady - Megadrive 
6 Player beat ’em up - Megadrive 
(Only released in Japan) 
Alien Soldier - Megadrive 
Light Crusader - Megadrive . 
Guardian Heroes - Saturn... 
Go! Go! Troublemakers - Nintendo 64 .. 
Silhouette Mirage - Saturn 
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A dimensional portal opens to 
take Shina to the next level. 
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Coinciding with the kick off the new football season, Sega are about to roll out their update of one of the greatest console footy games of 
all time. Enter the incredible Worldwide Soccer ‘98. 


SEGA 


oa £TBA 
FOOTBALL SIM 


I 





















hen Worldwide Soccer arrived on the 
Saturn scene late last year, it raised a 
swift index finger to the established FIFA 
and Actua Soccer brands, out-quaffing 
them in every conceivable way. Taking advantage of 
the Saturn’s awesome processing power (unlike the 
aforementioned PlayStation ports), SWWS ’97 boasted 
a super-smooth frame rate, fast football action, ultra- 
realistic player animation, a superb range of moves As with most sports’ updates, SWWS ’98 uses 
and various statistics for players to peruse. As such, the same engine as the prequel, albeit with several 
SWWS '97 is widely regarded as one of the best foot- —_ tweaks and refinements to improve over the visual 
ball titles of all time. Yet the descending voices were splendour of the original. Two new stadiums for 


quick to seize upon its shortcomings, notably the at example, have been added to last year’s roster bring- 
times stupid goalkeeper artificial intelligence, lack of __ing the total up to five, whilst new pitch patterns 
Premiership teams and player listings and the occa- have been included to add further to the variety. But 
sional repetitiveness of the commentary. Not so for the meat and bones of the game comes in the form 


the sequel, as Sega Worldwide Soccer ‘98 arrives with —_of the all-new gameplay enhancements Sega have 


———E=— Saas the promise of rectifying the problems of the original, included, ensuring that SWWS '98 is the only football 
: HS 


whilst enhancing the superlative gameplay which sim Saturn owners need in their collection. 
made SWWS ’97 such an incredible game. Addressing the main criticism levelled at last 


arrives with the promise of 
whilst enhancing the already superlative gameplay. 
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Sega have been careful to ensure 
in terms of hair and skin colour, 


year's hit, the English, French and Spanish club sides 


are now present in the update, each boasting around 


20 teams in addition to the 48 international teams 


(based on current rankings) featured in the earlier ‘97 


edition. However, for legal reasons only the English 
club sides use the real team and player names, but 
the name edit feature allows players to change the 
names accordingly for the French and 

Spanish sides. This gives SWWS ‘98 an 

added air of authenticity which was 

absent from the original, some- 
thing which has been enjoyed 
by the likes of FIFA and Actua 
Soccer for some time. Unlike 
the aforementioned titles 
however, Sega have been 

very careful to ensure that 

all the players are represent- 

ed correctly in terms of hair 
and skin colour, which means 
no more jet black hair for Peter 


football sim that not only plays well, but has all the official 
Premiership nonsense to boot. We can hardly wait! 





















GOAL RANKING 


irae 


1 
Fi 
Fy 
Fi 
Fy 
2 
Fa 
Fa 
Fi 
Py 


The sequel to last year’s hit footy title offers players a large 
range of gameplay variations, allowing for both international 
and domestic tournaments to be played. 





Schmichael or albino Les Ferdinands. 

Further redressing the problems of the prequel, 
SWWS ’98 boasts an enhanced artificial intelligence 
system for the computer controlled teams. In the ‘97 
edition, the goalkeepers in particular appeared devoid 
of any intelligence whatsoever, with players guaran- 
teed a goal in a one-on-one situation, something that 

Sega are keen to sort out for the highly- 
anticipated sequel. In addition, each of 
the players benefit from the inclu- 
sion of several new moves to 
their extensive repertoire, 
though only the ability to 
perform jump tackles is 
present in the preview 
version of the game we've 
recently sampled. 

The vocal services of 
Football Italia’s Gary Bloom 
have been re-enlisted for the 
sequel to tackle the repetitive 

commentary problems of the 
original. In total, about three times 
as much commentary has been record- 
ed for SWWS ’98, including special guest 
comments from the legendary Jack Charlton. In addi- 
tion, Sega have recorded some new European-style 
tunes for this year’s update, composed by Sega's very 
own Richard Jaques, the musical maestro behind some 
of the more audible tracks in last year’s Daytona CCE. 

Worldwide Soccer ‘98 looks set to become the 
definitive football game, with slick graphics matching 
the virtually flawless gameplay. With the game cur- 
rently languishing in a 90% complete form, we expect 
a complete version to adorn our office just in time for 
a review in the very next issue of SEGA SATURN MAG- 
AZINE. Be sure not to miss it. 


<eecneatiamninonenill 


The staple variable weather conditions make it into SWWS '98 


Despite repeated pleas from the SSM team to 
save your pennies, we know for a fact that loads 
of you went out and bought the recent FIFA 
effort. Despite being a lame addition to the 
series which appears to have run its course, FIFA 
‘g7 shot straight to number one in the Saturn 
charts, no doubt as a result of all that official 
nonsense, Well at last anal football fanatics can 
look forward to a footy sim that not only 
exhibits up to date Premiership team and player 
listings, but also plays like a dream. Worldwide 
Soccer ‘98 looks certain to become the best footy 
game available on the Saturn, and is likely to 
remain so as long as third party companies 
insist on making these multi-format games 
which fail to take advantage of each console’s 
strengths. Damn them. 
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The waiting is almost (yes almost) over. Lobotomy’s conversion work on Quake is finally nearing some kind of conclusion and that can 
only mean one thing: one of the greatest games ever will be hitting Saturns SOON! 


pas LOBOTOMY/SEGA 
am £TBA 
rea 1ST PERSON BLASTER 


NOVEMBER 





tae 


When you look at Exhumed, you think, “wow - 
the Saturn really could do Quake”. And then 
when you check out the later levels of the PC 
version you begin to get seconds doubts. Well 
doubt no longer! These shots, taken from the 
third and fourth episode show that no matter 
what amazing lighting id software produced 
for Quake, Lobotomy can equal it on the 
Saturn version! These last few levels are the 
real test of Lobotomy’s SlaveDriver engine and 








Expect truly spectacular Quake coverage in the next issue! 


ere it is: the last SEGA SATURN MAGA- 


ZINE update on the senses shattering 

Quake before the game finally reaches 

the end of its development cycle. Then 
we'll show you what this game can really do in our 
fantastic Showcase coverage! In the meantime we can 
provide you with the very latest pictures of 





Lobotomy’s awe-inspiring conversion. 
When we last looked at Saturn Quake, the 
game had half of its levels ported over lock, 
stock and barrel and Lobotomy were in the 
process of refining the monsters and con- 
verting across the remaining stages. That 
might not sound like a lot of work 
but the fact is that the last two 
episodes of Quake levels are the 
most polygon intensive of the 
lot. For Lobotomy to include all of 
the detail, plus the additional mon- 
sters, was going to be a tall order. 
Happily, SEGA SATURN MAGAZINE can 
report that the design and coding masters 
over at the Seattle-based software developer 
have more than produced the goods... It's 


it appears that the code is more then up to the 
task of replicating the classic id game! 
















uncanny to think that the humble Saturn is produc- 
ing graphics of this quality. Take a look at the 
screenshots on these pages. Most of them are of 
the new levels, complete with monsters. For 
the most part, Lobotomy have lived up to 
their promise of smooth gameplay with 
little or no slowdown. There are instances 
where things get a bit choppy, but the com- 
pany have no illusions that such moments 
will be all but eliminated from the final code 
thanks to some clever optimisation of the levels 
and the main code. In fact, now that Duke 
Nukem 30D is complete, all of Lobotomy’s not 
inconsiderable resources can be brought to 
bear on making Quake the absolutely amazing 
videogame that it should be. 
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Assoldier and enforcer join forces to blast the hell out of the player. Kill them all! 


The rocket launcher is a great long range weaponry. 


Quake continues to amaze all who see it - the graphics are awesome! 
Now Lobotomy are It the final PFOCESSES of porting the id classic! 


If you're looking at the pictures and wondering 
“well it looks finished to me”, we can’t blame you. All 
of the weaponry is present, the levels are all nigh-on 
complete (and the detail seen in the later stages WILL 
blow you away!) and excellent progress is being made 
on the monsters. Just about all of the models have 
been completed and “dummy” monsters have been 
positioned on all of the maps. The enemy intelligence 
has only been finalised for one or two of the creatures, 
meaning that the majority don’t attack you and just 
cycle through their animation frames at the moment 


Even the secret areas have made it into the conversion! 


But that's all by the by. The fact is that a huge 
amount has been achieved in the scant weeks since 
SEGA SATURN MAGAZINE last took a look at the Quake 
code. And apparently even more surprises are due for 
inclusion before the project is finally complete. Some 
plans have been revealed to us at this time and 
although we have been sworn to secrecy, it’s excellent 
news all-round! We'll be able to reveal a lot lot more in 
the very next issue of SEGA SATURN MAGAZINE! 

We can confirm some good news though. Just 
about the only niggling aspect of Lobotomy’s previous 
game, Exhumed, was a lack of PAL optimisation, 
meaning that the game had a letterboxed display. 
Sega Europe have worked closely with Lobotomy this 
time and this has resulted in a full-screen display for 
both Duke Nukem 3D and Quake! There is very little in 
terms of speed compromise as well, so it look as 
though once again Lobotomy have done us proud. 

So is there anything that could potentially upset 
the seemingly unstoppable juggernaut that is Quake? 
Well, we're still not keen on the controls as they stand, 
so let's hope that the “Customise Controls” option in 
the current version of the game will actually appear 
working in the final code... We'll have all of the 
answers in the next issue! 


,_W——— 


What you might call an AWESOME monster shot! Oh yes. 


GSES SSS 


As you can see, Lobotomy’s work in porting 
over the polygonal monsters from the PC ver- 
sion of Quake is proceeding apace. Just to prove 
the point, here are monster-packed screenshots 
of the later levels for you to salivate over. In the 
PC version of the game, if you hit them with 
sufficient firepower, they blew up into compo- 
nent chunks of flesh! Work is already afoot at 
Lobotomy to bring this blood-soaked effect to 
the Saturn version. 
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THE GOLDEN JOYSTICK AWARDS 1996/1097 


SPONSORED BY HMV AND IN ASSOCIATION WITH SONY PLAYSTATION AND NINTENDO 64 


The Golden Joysticks: your chance to reward the greatest games, developers and software houses around! This 
is your opportunity to give a well-earned pat on the back to the best games-makers in the business! 


BEST-LOOKING GAME 

What game make you sit down and go “Wow! This just can't 
be the Satun!"? Which games have ushered in a new era of 
graphical excellence? 

Nominations: Exhumed, Fighters MegaMix, Tomb Raider, 
Street Fighter Alpha 2, Virtua Cop 2, Sega WorldWide Soccer 
'g7, Soviet Strike 


BEST SOUND 

They told you to turn the volume down but you couldn't hear 
them! Sound, be it music or effects, is vitally important to 
establishing atmosphere and excitement in videogames. 
Nominations: Exhumed, NiGHTS, Christmas NiGHTS, Street 
Fighter Alpha 2, Sonic 3D Blast 


FAVOURITE GAMES CHARACTER 

Who's your Saturn Star Performer? Games characters are just 
as important as gameplay and graphics these days as the likes 
of Sonic, Lara Croft and Candy provel 

Nominations: Sonic the Hedgehog, NiGHTS, Akira Yuki, Sarah 
Bryant, Candy, Lara Croft 


SEGA SATURN MAGAZINE BEST SATURN GAME 

Which game has given you most excitement and most satis- 
faction? Which game has redefined your expectations of what 
the Satum is capable of? Simply, which game is the best? 
Nominations: Exhumed, Shining the Holy Ark, Street Fighter 
Alpha 2, Fighters MegaMix, Tomb Raider, Manx TT SuperBike, 
Soviet Strike, Saturn Bomberman. 


MOST ORIGINAL GAME 

In these times of arcade conversions and licensed tie-ins, orig- 
inality can be sadly lacking. This is your opportunity to salute 
the game which has truly taken you by surprise with its origi- 
nal concept and gameplay. 

Nominations: NiGHTS, Christmas NiGHTS, Shining the Holy 
Ark, Tomb Raider, Command and Conquer 


As our main sponsors for this event, HMV have donated a 


BEST REVIEW WRITER 

There's nothing's more important than the opinion of an 
experienced reviewer when it comes to buying your next 
game. So whose style and opinion do you respect the most? 


HOTTEST SCOOP 

SEGA SATURN MAGAZINE prides itself on giving its readers 
the very hottest exclusives... and we've certainly had plenty in 
the last year (Quake, Duke Nukem, Marvel Super Heroes ad 
infinitum), so the question is: which particular scoop has 
excited you the most? Make your choice now! 


BEST-LOOKING PAGES 

We think you'd agree that great design, use of screenshots and 
artwork really makes a feature come alive. This category is 
meant to reward the unsung heroes of SEGA SATURN MAGA- 
ZINE: its designers! 


BEST AD 

Advertising is an important aspect of all magazines. What we 
want to know is which advert, above any other, actually excit- 
ed you enough to want to go out and buy the game involved? 


HHMV 





Without development teams, there would be no software. topdegforgames 
This is your opportunity to reward the people behind your 
favourite games. NINTENDO“* 


‘Nominations: Lobotomy Software, AM1, AM2, AM3, Sonic 
‘Team, Core Design, Capcom, Travellers Tales, NMS Software 


BEST SOFTWARE HOUSE 

Is there any software publisher (that being the company with 
their name on the box) whose name is a byword for quality 
software? Who do YOU think has produced the best overall 
line-up of games? 

Nominations: Sega, Capcom, Core Design, Gremlin 
Interactive, Codemasters, Electronic Arts 


OPN eC 








t array of glittering prizes to be given 


away to one lucky SEGA SATURN MAGAZINE reader! We’re talking serious gear here - 
Up for grabs is an AWESOME Surround Sound TV worth over £1000 Plus four runner-up prizes of 
£100 HMV vouchers to spend on whatever cool stuff you want. 


BEST-LOOKING GAME 1 = 








BEST SOUND 2 








FAVOURITE GAMES CHARACTER 3 


SEGA SATURN MAGAZINE BEST GAME 5 























MOST ORIGINAL GAME 7 = ees = 

BEST REVIEW WRITER 12 

HOTTEST SCOOP 11 a! m NEA 

BEST-LOOKING PAGES 10 __ 

BEST AD 13 _ Send all entries to: 
GOLDEN JOYSTICKS 

BEST DEVELOPMENT TEAM 14 SEGA SATURN MAGAZINE 
37-39 Millharbour, 

BEST SOFTWARE HOUSE 15 Isle of Dogs, 
London, 
E14 9TZ. 

NAME AGE PHONE NUMBER 


Remember: Closing date for ALL entries is 21 October. You may photocopy this form. One entry per reader only. 
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Racing games - you either love them or hate them. Actually, that’s not really true, because everybody seems to love them! Which is a 
good job considering how many are around at the moment... can Formula Karts grab itself a piece of the action? 


Eu [seca 


eae TBA 


Se ae RACING 
isa OCTOBER 


At the moment, the two-player mode doesn’t 
work. Sorry, but this is only a preview after 
all. It’s just a shame we can’t show you any 
pictures of the proposed split-screen action 
just yet, and It would also be interesting to 
see whether the coders can manage it as well, 
considering the slightly jerky visuals in the 
one-player game, but like I said this is only a 
preview, and hopefully we'll have more 
details and pics closer to the games planned 
October release. 














Eight different tracks and teams to race with, should help Formula Karts to compete. 
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ormula Karts is the latest platform game 
to be released by Sega. You play the part 
of the main star, Hobart the Go-Cart, and 
control him on his quest to free the eight 
mythical kingdoms of Formula from the evil Prince 
Villeneuve. As Hobart drives through the levels, he 
needs to collect the magic Petroleum Gems which are 
dotted around the platforms, and these allow him to 
unleash magic spells based upon the four racing ele- 
ments - oil, water, smoke and grease. The combat is 
mostly real-time 3D action, with Hobart having a wide 
range of Ninja moves at his disposal. 

Actually, as if you couldn't guess, Formula Karts is 
a racing game. And a fairly original one at that, as the 
game straps you firmly into the driving seat of a go- 
cart. These nippy little vehicles should make for a great 
game - they're small, fast and manoeuvrable, which is 
coincidentally exactly what you need for a racing game! 
The first bit of good news is that Formula Karts sup- 


Formula Karts’ tracks feature 


Pe 








Although the graphics look good, these shots don’t let you see 
the slightly jerky update which currently dogs the game. 





ports the Saturn's analogue pad, which is really starting 
to make a difference in driving games these days, and 
Formula Karts is no exception - when you first start to 
play it’s amazing the effect it has. The Karts skid very 
easily, and with the twisty turns that make up every one 
of the eight tracks, you need all the extra analogue con- 
trol you can get. 

Fans of tired games magazine clichés will be 
pleased to hear that Formula Karts contains “a wide and 
varied selection of carts” to race with, each cart having 


which helps to 
scraping your arse along the road! 





There’s virtually no pop-up, even on the more detailed tracks that boast packed scenery. 


eo 


“unique handling characteristics” and the news that 
there are “eight action-packed circuits to race on” 
should also go down well, especially as most of the 
competition struggles to offer four or five different 
tracks. What more can a racing game give? Oh yes, 
there’s a championship mode which takes place over all 
eight tracks, a practise and arcade mode for those seek- 
ing more instant thrills, and there’s even an alleged 
split-screen two-player mode (see the separate ‘insuffi- 
cient data’ box for two-player details). There’s a choice 
of three views (driver's view, the usual ‘behind and up a 
bit’ angle and the ‘further behind and up a bit more’ 
perspective), you can turn off the damage caused when 
you hit walls, and even set the number of laps you wish 
to race. Basically, Formula Karts has a full compliment of 





Gavalia 
S000 


options, just like you'd expect any modern racer to have. 
That's good then. 

The tracks themselves are fairly short, with the 
idea being that short courses are easier to learn, more 
fun, and more faithful to real carting circuits. There’s 
also a good use of perspective - all the tracks feature 
very detailed and claustrophobic scenery, which really 
helps to give the impression that you're scraping your 
arse along the road in a tiny vehicle, just like in a real 
go-cart! Anyway, the surface of each track also makes a 
difference as well - circuits move from tarmac to dirt or 
grass, with all surfaces having a noticeable effect on the 
way your cart handles, and there’s sometimes a clever 
trade-off with several tracks offering short-cuts, but via 
terrain that slows your cart down quite a bit. Tactics! 

But we don’t really need too many complicated tac- 
tical features. What we need is fast, smooth and instinc- 
tive racing action, and with Formula Karts that’s exactly 
what we get. Well, we nearly get it, and that's exactly 
what the coders are hoping to deliver in the finished ver- 
sion, but at this stage there's still a fair bit of work to be 
done, especially on the frame rate which is disappoint- 
ingly low in this current version. If the Formula Karts 
team can get the update sorted in the month or so that's 
left before the game's October release, and manage to 
keep the detailed graphics in place at the same time, this 
could be a cool game to use to fine tune your racing 
skills. We'll let you know... 











Below: The handy in-car view. What the heck are those castles 
and windmills doing there? Just where the hell are we?! 
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Dear SSM 

This letter concerns comments made by Gary Cutlack 
in his showcase of Saturn WipEout 2097. Firstly, let me 
get everything into perspective - you're supporting a 
system that hasn't sold as many units as Nintendo's 2- 
button, hand-held, black and white Gameboy. Allow 
me to broaden your horizons a little. 


SO CUTS OU aS ee 


Quote one: “Feeble brains of PlayStation owners 
couldn't even begin to comprehend” - a stupid com- 
ment in itself due to the fact that we've been playing 
WipEout 2097 for nine months. Also, can over 
10,000,000 worldwide PlayStation users really 
be wrong? 
Quote two: “Why people are blindly buying 
PlayStations” - if you can’t work this one out you must 
have a “feeble brain”! Could it have anything to do 
with half the Saturn games that are currently available 
being of comparable quality to that seen on the more 
popular Megadrive? It occurs to me that if “Sony's 
finest games are appearing on the Saturn” then 
PlayStation owners get the games up toa year in 
advance, why bother with the Saturn? 
Quote three: “Tired, uninspiring sequels” - this com- 
ment totally defies belief! Fair enough, there are a 
good number of sequels in the pipeline, but when 
you're talking about the likes of Tomb Raider 2, 
Resident Evil 2 and Crash Bandicoot 2, | think tired and 
uninspiring are totally the wrong choice of words! 
Quote four: “N64 doesn’t even have a release sched- 
ule” - | believe you called the N6q a disappointing sys- 
tem, you need your head testing. I'm a PlayStation 
owner and I'd be the first one to admit that the N6q is 
definitely the best console on the market. I've just got 
off the ‘phone with THE Games and they tell me that 
the N6q is outselling the Saturn, despite only having 
ten games available for it! 
Don't get me wrong! | have nothing against the 
Saturn, | just can’t understand the mentality of slag- 
ging off other platforms just because they're out- 
selling the Saturn. 

Rob Dewhurst, Kettering 





Things are beginning to hot-up in the run up to Christmas ‘97. The Saturn is at all-time low price point of £99 and Sega have 
the incredible Duke, Quake, Resident Evil, Touring Car, Marvel, Last Bronx, Panzer Saga, WWS ‘98 and Sonic R lined up for 

release SOON! So how about a bit more optimism in the letters next month, eh? Miserable missives will not be tolerated. Send 
your correspondence to: VIRTUA WRITER, SEGA SATURN MAGAZINE, 37-39 Millharbour, Isle of Dogs, London, £14 9TZ or email 
to virtua.writer@ecm.emap.com. The most bright and breezy letter could win a limited edition VF3 book! 


 Wakey wakey Mister sleepy-head! If you 
haven't already noticed, you're reading SEGA 
SATURN MAGAZINE, and it’s no freak coincidence that 
with a name like that we're more than partial to the 
Saturn. The main point is that many of the 
PlayStation’s finest games are being converted to the 
Saturn (yes nine months later, but they're still here), 
while most of the Saturn's finest titles are produced by 
Sega themselves, and are therefore totally EXCLUSIVE 
to the Saturn. Last Bronx springs to mind, as does 
Touring Car and Sonic R. Would you like to play a 
decent version of Marvel Super Heroes? You'll be need- 
ing a Saturn then. So going by your argument “why 
bother with the PlayStation?” 
The three games you quote - Tomb Raider 2, now that's 
a good point - consider my nose put well and truly out 
of joint, however, I believe the apparent cancellation of 
PlayStation Quake will help me make a speedy nasal 
recovery. Resident Evil 2 is probably coming to the 
Saturn anyway, and Crash Bandicoot 2? Are you joking? 
The main point is, given the tiny differences between 
the performance of the Saturn and the PlayStation, and 
the high quality of games available for BOTH systems, 
it’s difficult to understand why the PlayStation has so 
thoroughly out-sold the Saturn. Sad but true, and 
whether this is down to “feeble brains” or Sony’s mar- 
keting muscle, it's still disappointing for Sega owners. 
As for the N6q, give your boyfriends at THE Games 
another call, and ask them why the Saturn conversion 
of Duke Nukem 3D has better graphics and lighting 
than the N6q version. GARY 


Dear SSM 
| ama girl and | love your mag, but | have noticed that 
you never seem to print any letters from girls. | think 
that you are being sexist because | know tonnes of 
girls who have written to you thousands of times (I'm 
lying) and none of their letters have been printed. Girls 
like computer games too, so please print my letter or 
I'll dob you into the European Equal Rights thingy. 
Also | want to complain about the slaggy girls in com- 
puter games, for example, Lara Croft from Tomb Raider. 
| am now unable to play this game because of her skin- 
tight top and abundance of cleavage. Every time | put 
this game on my big brother and his mates turn off 
their Pammy films and watch Lara bouncing instead 
This really puts me off my concentration, if you know 
what I mean. Now I'll say the usual crap, that | have 
written to your magazine five times before etc. 

Helen Price, Crewe 


een let it be said that SSM neglect their 
female readership. But whilst we acknowledge 
your very serious point Helen, the fact remains that if 
Lara Croft didn’t have a huge pair of bangers hanging 
off her like they were going out of fashion, Tomb 
Raider wouldn’t have sold a fraction of the amount of 
copies it did. It was a rather cynical marketing ploy on 









the part of Eidos, to broaden the appeal of Tomb Raider 
to those who wouldn't normally buy an adventure 
game. Anyway, Lara’s not a slag, she’s a voluptuous bit 
of upper-class crumpet and we think she’s lovely. LEE 
Lara's proportions are growing ever more preposterous 
- her torso now looks like now a couple of conkers 
thrust inside a condom. As for Lara “bouncing around” 
- I guarantee you that this is as nothing compared to 
the veritable wobble-a-thon seen in Tecmo’s forthcom- 
ing Dead or Alive... RICH 


Dear SSM 
| have recently purchased a PAL King of Fighters 'gs and 
RAM cart and | find the game too slow for my liking. | 
have also got a CDX converter and intend to buy KoF, 
Metal Slug and Marvel Super Heroes etc, on import. 
How could | make use of my RAM cart when I'm 
already using a converter or is the RAM cart already a 
converter as well. 
| am not sure whether to get my Saturn converted 
with a 50/6ohz switch. The good thing is no borders 
and I can play any games. The bad thing is it might 
crash all the time, might destroy Saturn warranty, 
might not work on new model Saturns. 
One more thing, everyone is saying that the Saturn will 
be scrapped by the end of the year because of the new 
64-bit Sega machine. Edge magazine says that the 
Saturn has a bad future. Seeing all, the ace games that 
are coming out this year, | truly believe the Saturn 
would never be scrapped. 

Andrew Maclean, Peckham 


EZ, We've had similar queries from other read- 
ers on the whole import/RAM cart situa- 

tion, so we're going to clear it up once and for all. 
Firstly, the cartridge which comes packaged with 
King of Fighters ‘95 is a ROM cart, which is ONLY 
compatible with the game it comes packaged with. 
Acompletely different RAM cart is required to play 
games such as Metal Slug, KoF ‘96 and Marvel 
Super Heroes with all the frames of animation. 
Secondly, the RAM cart is not a converter, so 
there’s no way to use both the CDX converter and 
the RAM cart together, a fundamental design flaw 
in the converter if ever there was one. Finally, the 
best way to play import games is to have your 
friendly local importer fit an NTSC switch to the 
Saturn, allowing you to play full-screen, full-speed 
versions of the aforementioned games and with 
the RAM cart. Whilst this renders the Saturn guar- 
antee null and void, it certainly doesn’t crash the 
Saturn and to the best of our knowledge works on 
all models. We rarely have any problems with our 
switched Saturns, apart from when Phil gets his 
hairy palms on them. LEE 
So you invalidate your warranty. What you get in 
return is access to tons of games that won’t come 
out here via your importer, a full-screen image 





and faster action. It’s a sad fact that many awe- 
some games come via the importers and probably 
won't be released here (Elevator Action Returns, 
Metal Slug, ThunderForce V, Fighting Force et al) 
so getting your machine switched is the ONLY way 
to fully savour everything the Saturn has to 

offer these days. RICH 


BLOCK-ROCKING BEATS 
Dear SSM 
| see you got another letter from Alex Charles and 
David Metcalf again (issue #22). They went on about 
how you'd better watch your back because Saturn 
Power is about to hit the shelves and has all the exclu- 
sives and awesome demo CDs every month. Of course, 
a demo CD of block-rocking beats is better than a 
demo CD with Sonic Jam, Sonic 3D, Sega Rally, Die Hard 
Arcade, Resident Evil, Duke Nukem 3D, Touring Car and 
WipEout 2097. And it wasn't SSM who got exclusives 
on Resident Evil, Duke, Quake (with and without mon- 
sters, first), Marvel, Sonic R, Panzer Dragoon Saga and 
Last Bronx was it? Or reviews of Sonic Jam, WipEout 
and all the news, not rumours first was it? 

Ed Vincent, Derby 


ME, Fd Vincent... the voice of reason. You see read- 
HP 01s, despite the sarcastic undertones in his 
letter, Ed has a point. You want awesome demo CDs 
with the very best playable and non-playable demos, 
coupled with exclusive features on all the best 
games, you can’t go far wrong with SEGA SATURN 
MAGAZINE. But if it’s broken demo CD promises and 
“block-rocking beats” you're after, you know where 
to go (snigger), LEE 

My aim is to produce the Saturn mag I'd really like to 
read, so that means getting all the cool stuff first and 
leaving the second best to the second best. We don’t 
promise cover CDs every issue, because we KNOW that 
we wouldn't be able to deliver quality. Sales are going 
stormingly: SSM's ABC is now over 38,000 copies, solid- 
ly out-selling the competition even without cover CDs! 
It’s quite a step up from the 22,000 odd when I first 
took the Editor's chair and we're constantly looking at 
ever-cooler stuff so we remain the best. RICH 


BLOCKBUSTER REPLY... 

Dear SSM 

I'm writing to you to complain. Not about your maga- 
zine, as it is by far the coolest magazine in the world... 
ever! I'm complaining about Blockbuster Video, notably 
their poor selection of Saturn software in comparison 
with other formats. 

| recently went down to my local Blockbuster store to 
rent a Saturn game for a few days. | walked into the 
shop and picked up their pamphlet in which they 
review videogames and videos. To my amazement, 
they only had one Saturn game featured in the pam- 
phlet, the awful Area 51. And guess what their amateur 
reviewer gave it? A massive 91%! A clear case of mark- 
ing crap games up if ever there was one. 

Never mind | thought, I'll make up my own mind what 
"ll get. But when | went to the shelf to have a look at 
the Saturn games, they had the worst selection imag- 
inable. Cyber Speedway, Impact Racing, Johnny 
Bazookatone etc. Where are the new games | thought? 
Presumably Blockbuster would argue they don't get 
new games because nobody rents them, but then 
nobody rents them because they haven't got new 
games. Look at the selection available for the 
PlayStation for Christ's sake! 

‘So SSM, what the hell is going on? How can 





Blockbuster get away with this? | for one won't be vis- 
iting Blockbuster again, not even if Alex Charles and 
David Metcalf (Issue 22) were there, asking for a bloody 
good kicking. 

Bryan Robinson, Manchester 


ME, Well, Bryan’s letter is typical of several oth- 
PF ors we've received this month regarding 
Blockbuster Video. So rather than attempt a cheap 
gag at their expense and risk incurring the wrath 
of their crack team of lawyers, we thought we'd 
allow Blockbuster the chance to reply. Lisa, you got 
some explaining to do. LEE 


“Blockbuster has a limited availability of retail titles 
due to demand but will be supporting Quake, Duke 
Nukem 3D and Sonic R amongst other retail and 
rental titles during the Christmas period. Blockbuster 
will continue to support rental product in the foresee- 
able future.” 

Lisa Campagnola, Account Executive, Consolidated 
Communications 


SONIC CONFUSION 

Dear SSM 

Can you please help me because I'm a bit confused 
about all this Project Sonic business. | was under the 
impression that Phase Two of Project Sonic was 
going to be programmed by Yuji Naka and the rest of 
the Sonic Team. Then out of nowhere comes Sonic R 
being programmed by Traveller's Tales. Then when 
you interviewed Kats Sato in Issue 22 you asked him 
if Sonic R was Phase Two of Project Sonic and he said 
that he couldn't comment at the moment. Then you 
asked him why the Sonic Team are not programming 
Sonic R and Kats Sato replied that they are working 
on another Saturn project 


SS Ce ea 





So what's going on? Is Sonic R Phase Two of Project 
Sonic or is the Sonic Team's new project Phase Two of 
Project Sonic? Please help me. 

A confused Sonic fan 


AE, Admittedly the whole Sonic situation is quite 
WH confusing and we'se unable to shed reach 
light on the subject. To the best of our knowledge, 
Traveller's Tales’ awesome Sonic R featured elsewhere 
in this issue, is phase two of Project Sonic. However, 
the Sonic Team headed by Yuji Naka are currently 
working on another Saturn project, though whether 
or not this is a new Sonic game remains shrouded in 
secrecy. The point is however, as long as these two 
incredible developers continue to produce such innov- 
ative and stunning games for the Saturn, the whole 
question of what “phase” they are is immaterial. LEE 





DEAR SSM 
The first issue of your magazine | purchased was 
#3 and in that issue you gave Worms 91% score 
But in your out now section, Worms is listed at 
83%. Why have you lowered the rating? VF2 has 
still got 98%, so you can't say it was old. You did 
the same with WipEout, you gave it at least 90% 
when it first came out and now it has 73%. 
Ruaridhi Bannatyne, Isle of Arran 


HP We tend to depreciate the uveanded rat- 
ings of games in accordance with how 
well they have stood the test of time. Wipeout for 
example, has been overtaken by Daytona CCE and 
Manx TT, and so a 90% rating is no longer rele- 
vant. VF2 on the other hand, is still arguably the 
finest console beat ‘em up ever, and so retains its 
massive 98% rating. Worms by the way, despite 
its lowered rating, is still one of the most 
playable games on the Saturn, contrary to what 
Rich may tell you. LEE 
I personally remark the games in Out Now so it is 
a bit subjective (mostly in that I don’t like Saturn 
WipEout). As for Worms... well, Lobotomy’s Death 
Tank takes the concept to new levels. Let’s hope 
we can all get to play it sometime. RICH 


Dear SSM 
Please stop advising readers to buy NiGHTS, as it 
may be a good game but it is far too easy. 
Despite your mag still dribbling on about it, | 
took it back to the shop and swapped it for 
Virtual On. You should advise your readers to buy 
this instead. 

Matthew Hymer, Durham 


G& Clearly you're missing the whole point of 
NiGHTS. The aim is of the game is not 
simply to complete it or even to attain a grade A 
on each of the courses. Rather the aim is to rack 
up massive scores through sustaining huge links, 
collecting chips and performing a diverse range 
of aerial stunts. By completing the game and tak- 
ing it back to the shop, you've missed out on one 
of the most innovative and cunningly crafted 
videogames of all time. Fool. LEE 


Dear SSM 
| would like to get the largest Chaos Emerald | 
could find and shove it up Core’s arse. Lara Croft 
has become a rare thing, a videogames icon 
available to owners of all formats and Core are 
always harping on about how they want to open 
out the franchise of Lara and Tomb Raider. To 
deny Saturn owners the chance to partake in 
Lara's second adventure would limit the appeal 
of an extremely lucrative licence. Absolute idiocy! 
Gerard Martin, Manchester 


= ¥ep, and with the news that Fighting 
iF Force won't be appearing on the 
Saturn either (not in the UK anyway), it 
would appear that the Saturn has lost favour 
with Core. Still, with all-time classics such as 
Blam! Machinehead out now from Core, who 
needs Tomb Raider 2, right? Erm... LEE 
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WHAT GAMES SHOULD | GET? 
Dear SSM 
Please answer my questions because it is the first time I've 
written to a computer mag and | only started collecting 
your mag from issue #15, 
1. Are there any cheats for Theme Park? | can’t even get past 
the first level 
2. Why did Fighters MegaMix get 95% and VF2 98%? 
3. What games do you think | should get? | own VFi, VFa, 
Tomb Raider, Bomberman, Sega Rally, Theme Park and 
Fighters MegaMix. 
4. Die Hard Arcade was a good game but too easy, all it 
needed was another 70 stages and save points didn't it? 
5, What are your very favourite games? 
6. In issue #21 read that Tomb Raider 2 is not coming to 
the Saturn’1 If so, why the bloody hell not? 

Cairan Watkins, Oldham 

PS You are the best mag ever! 


G@ 1. Can't get past the first level?! Try reading the 
manual you got with it. 2. Both are awesome 
games, but in the reviewer's opinion (ie mine), VF2's 
tighter controls and hi-res visuals made it the better 
game. Others disagree and I see their point of view 
because FMM is still absolutely stunning. 3. Exhumed, 
NiGHTS, Shining the Holy Ark, Marvel Super Heroes, 
Last Bronx. 4. This isn’t exactly a question. 5. Look at the 
Out Now section. All the games scoring 94% and over 
are our absolute favourites. 6. Core’s “technical limita- 
tions” excuse is wearing a bit thin, especially in the 
light of Fighting Force being signed exclusively to Sony 
in Europe and the US. 


A MOMENT OF BEGGING 

Dear SSM 
| know you don't like begging, but I'll try any way. Will you 
please please answer the following questions? 
1, How are Saturn sales at the moment? Are things 
brightening up? 
2. When will WorldWide Soccer '98 be released and which 
leagues will it feature? 
3. Will any of the amazing Model 3 arcade games ever make 
it to Saturn? 
4. Will Touring Car be better than Sega Rally? 
5. Would it be possible for Core to employ Lobotomy to 
make a Saturn version of Tomb Raider 2? Lobotomy can 
achieve anything! 

Michael Dean, Doncaster 


MZ, 1 Alot better thank you. Still not up to 

iF PlayStation numbers, but our ranks swell with 
each passing day! The recent full-page ads in the 
national press have certainly helped a great deal. 
2, There should be a feature this issue that answers this 
question! 3, Virtua Fighter 3 has been announced. Stay 
tuned for others. 4. We'll just have to wait and see. 5. It 
would be possible, but Lobotomy have their own games 
to do thank you. 
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RAM CART QUERIES 
Dear SSM 
Here are a few questions to tease your mind. Oh yeah, 
please answer them or I'll send my friend Amie around 
1.1s it possible to be able to buy a RAM cart from an import 
shop and fit it with an adaptor to play RAM cart games on 
an English Saturn? 
2. Any idea on a date for C&C Red Alert? 
3.15 Dz still coming to the Saturn? 
4. How many of you lot own PlayStations? 
5. Are all the advertising companies in your magazine fully 
dodgy proof? 

Jack Hutchinson, Bucks 


g- No. You will need to have switches added to 
your Saturn to play import games. This leaves 
the cart slot free to put in the RAM cart, where other- 
wise it would contain your import adaptor. Talk to your 
importer about the switches. 2. It is probably not com- 
ing out. 3. Probably not. 4. Town one, as does Matt and 
Lee. Just to let you know how often I use mine, it still 
has WipEout 2097 in it. And we don’t ever say that the 
PlayStation’s brilliant. It is a fair machine with some 
good games, but the Saturn is obviously better overall. 


Pac 


BCE RU TOUS CU 





ALONG WAIT 
Dear Saturn People, 
I've written to you about a million times and this is the last 
time | am going to write so please put it in your brill mag, 
1. When is Heart of Darkness coming out? I've been waiting 
three years for it. 
2. Why have Sega stopped making games for the Mega CD, 
32X, Master System, Megadrive and Game Gear? 
3. What do you think is the best game for the Sega Saturn? 
4. How much will the NetLink be when it comes out? 
5. Do you actually like Sony? 
Dean Beckley, East Ham 


BS And you'll be waiting an infinite amount 
more. 2. Think about it. 3. Quick SSM poll. Me: 
VFz, Lee: Sega Rally. Nick: Tomb Raider. Gary: Virtua 
Cop. Matt: Fighters MegaMix. 4. It's not coming out. 

5. Personally I think their TVs and videos are brilliant. 
And MiniDisc is stunning. 





The oddly-named “Noodle” sent in a great “How many sexists does it take 
to change a lightbulb” gag this month. Shame his questions were crap. Still, 
I'm pleased to report that the general Q+A standard was superb this month, 
meaning that | didn't actually fall asleep reading your missives this issue! Keep 
it up! Send in more to GREAT QUESTIONS AT LAST O+A, SEGA SATURN MAGAZINE, 
37-39 Millharbour, London E14 9TZ. Or email the effers to ssm.qa@ecm.emap. 
com. Still, away with such small talk. It's question answering time! Onward! 


LOBOTOMY QUESTIONS 

Dear SSM 
Right... let’s forget all of this interesting intro and “I've 
written ten times to your mag” or “this is the first time 
I've written to your mag” business and get on with my 
interesting queries. 
1, What do Lobotomy have planned after they've finished 
Duke Nukem 3D and Quake? 
2.In issue #19 you said that Lobotomy are adding some 
secrets to Saturn Duke not seen in the PC original, Have you 
found out what these secrets are going to be yet? Perhaps 
Team Dolls II? 
3. When is Sonic R coming out? It looks F@£$ing amazing! 
4. When Vampire Savior comes out will it need the RAM cart 
torun it? 
5. How come you don't do Action Replay codes in your mag? 
6. Do you think Gremlin will ever release an Actua Soccer or 
Actua Pool? 

John Freeman, Somewheresville 


MEE, » They're doing Exhumed 2 on PlayStation, a 
HH secret project on N64, but nothing we know of 
yet for Saturn. Surely Sega will get them on anew 
Saturn game? 2. There's going to be a secret, Lobotomy- 
designed level. 3. November. 4. It uses the new 4MB 
RAM cart. 5. You're the first person who's asked. 6.1 
wouldn't put anything past them. 


Here we are in Frequently 
Asked Questions Land, where 
the most popular queries are put to rest in 
anice, simple, “user-friendly” manner. 


1. Is Micro Machines V3/ Tomb Raider 2/ Fighting 
Force/ Nuclear Strike coming out? 


Ez, We're afraid not. None of these titles are 

PH? setting an official release, although 
bizarrely you will be able to get Fighting Force on 
import. Sigh. 


2. Shouldn't Duke Nukem and/or Quake be out now? 


oS Lobotomy are slightly behind schedule on 
both games and want to spend the appro- 
priate amount of time getting these titles right. 
They should both be out well before Christmas 
though. 


3. Any news on Virtua Fighter 3? 


& Absolutely none. Well almost none. The 3D 
accelerator upgrade cart looks severely 
unlikely now so it looks like the Saturn version will 
take longer than expected. Still, we've got the coin- 
op in the office so at least we're all right! 
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Everything they (and we) have said about the great- = x9 a Seri 

ness of this game has come to pass and there is.now 

PO e CE Cele DCs martes 
Duke Nukem 3D. It is a masterwork, unmatched by anything 
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The original PC title was pretty spectacular in its own right: 
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Duke also featured a very... risque setting and sense of humour. 
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Ceara C OCB ese et Seon OS es 
times fairly rude, but it’s all part of Duke's charm. 

The really good news concerns the speed and detail - 
the Saturn version of the game is spectacularly close to 
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So... it’s a technical marvel, that's for sure. The hardcore Duke action you want, and in this 
regard you can always trust SEGA SATURN MAG- — “Damn! Those alien bastards 
AZINE to deliver in spades... We've got a breakdown _ are gonna pay for shooting up 
ya Rete B Ceo Rule Rem OB chC Ro SOL OnE ele Ce 
PVE EBay chests (Ie een oct LOL 
Oe INCE ue me CN ALE T 
Pree eRe oe Lhe 
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thing is, we've hammered that into you pretty relentlessly De SLC 
RR maim rela Con oe Rate em ame from a premature end in the 
Pees Unset mene ec canceeat Pre Uae 
ReneS s hl aang enc ECR S rae 
Pe Remco ac roe crs ENE 
ceeds Bin ere TUS EYL QUASI B Lay 
Pn ROR eC CM aeRO 
cre Creel ome BANE IEA (ote tS 
aera Ce EN CBee aes 
multiplayer games ever... full details next month! But 
PRC ET Ne AUCs Hebe mC RPL Cm ol RaZIE 
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LEVEL ONE: HOLLYWOOD HOLOCAUST 
PV ONT a MER Ctl eC Me aap BL Cotte oly 
from the apartment complex, landing 
SR rieccacee mer Clary rr 
Hollywood. Obviously this is the or 
Petes e er ate yy S 
cinema is showing a movie of a A =e 
rathet questionable nature... This 
eB act Rat crea PC 
CaaS ENA een Reel 
Ca aR cee eee 
bites ten Oi Rte ee 
if you know where to look. 
















LEVEL TWO: RED LIGHT DISTRICT 
PTC ee ana hoe Cro eel ee eRe RD ee atta 
Pe Re es eS Me et REC ao Socom tee eens ate 
SOS ha rE ease tT sma aS eee eta ts 
POMS oC ROC ete eM sec) cen bot key eee Wael 
oe Rel ta CMe CeCe ects Reece y 
Pama REE hy crat ict tena ero cea i See att 































LEVEL THREE: DEATH ROW 

Has Duke's xenomorph destruction spree come to 
EME rB Deo BHR meta 
prison complex, can our rugged hero escape a 
Basen eC Resta tasetae entee ree ents 
PCC Coa Cian teet CENTRES a Ty 
ie CE meen ee CREO CE 
SCS iA e Cm ar aN nme ee ened 
inmates has tunnelled down to the sewage sys- 
Ome rene atons ees eee a a 
PONE MC ey een measure 
ae a ee Oe SiR 
set: get to it! 


LEVEL FOUR: TOXIC DUMP 
Bia Uae Released Ce CCl Me LtelT 
COE Coe et ater erie Caretta 
RYT) ue Cee CR OTe u Esti 
Pe eye Nat Ee aNd 
Osim bert enone or oie 
OO Ta Ne 
PT er etouM Mime ct 
 barrel-grabbing cranes amd shrink 
PNP CORTON R ECT mC e TS 
PO Ne Cesta enantcncceht 
SERIO Tec RTT 
Sere nner g sent 
ee acs rnc 
LEVEL FIVE: THE ABYSS 
DCO eae aes srl CMe Coen nae 
een e Ca ease Ru Seat 
Tole acta Cem cm ie ie cle 
Cenc no en camnt ta nent tat td 
Cae ECR tc tht Reston atte tes 
lame ae Ran Ree cen Rea ce 
PCa a Re Mecsas Bie 
ERC COM en Lam Une Cce Tee Mel tsar 
EOS RnR te teed ce roe ken 
Becoslecle yume ame 
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GOT A MODEM? CALL THIS NUMBER FOR 1000'S OF CHEATS 
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MEGADRIVE CHEATLINE (LOADS OF GAMES HELP HERE) 


SEGA SATURN CHEATS, TIPS, HINTS 
SEGA SATURN (LOADS OF GAMES HELP HERE ) 
PLAYSTATION!!! 190 CHEATS & TIPS THE WORKS 
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MORTAL KOMBAT III, CODES, CHEATS, TIPS & MOVES 
CHEATS FOR THE SEGA SATURN 16/32 BIT CONSOLE 
MORTAL KOMBAT II, CODES, CHEATS, TIPS & MOVES 
PLAYSTATION NEW RELEASE CHEATLINE 

SEGA SATURN NEW RELEASE / CHEATS / HINTS / TIPS 


NO MUSIC, 
WAFFLE & 
TIME WASTING, 
JUST STRAIGHT 
TO THE HELP. 


PLEASE HAVE A 
PEN & PAPER 
READY FOR INFO. 


SEE USE ON THE INTERNET AT HTTP:/ / WWW.GATES.CO.UK 
IF YOU ARE UNDER 18, PLEASE ASK PERMISSION TO USE THIS SERVICE, CALLS COST 39p CHEAP & 49p PER MIN PEAK 
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LEVEL ONE: SPACEPORT 
Duke Nukem’s first port of call is a human spaceport 
orbiting the Earth. As you can probably guess, it has 
Pee ere Eau CRUE TCA na acey 
SUC m tote TirS HOME Cueto BRT 
Ne cccs ee aries eter arnt 
Dice eesa Cees ene tS 
Osco cedars ke moe 


aCToB omen n Rey 
scenery. Duke's got a job to 
CPT Bla Nose 

pe Vale hilae (cea aero 





LEVEL TWO: INCUBATOR 

PSSA Ohm Rasy Cas Tele a aE) 
the Self-Destruct, Duke takes the only escape 
Tey UCR la CRE HCl e) cee 
SUE COCR McC eC hE N yt 
humans for use in their nefarious methods of 
aU eT CHRO ose 
Pn eee mca ToC nace 
CS enRoute me ecm et yates 
Cieecncom Ma tov aresevsnt means eet 
See RnR GACT Cte Cee 
Ahahahahaha! 








LEVEL THREE: WARP FACTOR 

An awesome level here. Two space-stations are con- 
Peet Ru enone coal nant are) 
RR ean eat a en eet te 
views). Alien resistance isn't too bothersome until the 
UCR eal EEC ke go ey 
Cige ee cE CR r Cae cll 















LEVEL FOUR: FUSION STATION 

Another masterpiece of Duke Nukem level design. 
PN ste ete e ona ECR Cy 
SSC Roe BSC e ee OBL ROR Tal 
RCE cle Ouran a tezaC eh man ( Lee 
RO BuCleti reams ciea asl mes ota LS 
ETO Rua Momence eee ie tec lag 
EVR MCR adie cereal 


LEVEL FIVE: OCCUPIED TERRITORY 

An orbiting EDF (Earth Defence Forces) complex is 
POCA Cut mec Nance ce ten 
ROCCO CR eee ace meno 
ern ace eas Sen TVahd 
Seana sa ee SOS Oar ee iC 
Poee eat ares ee tt 





CCM Ry me val 














LEVEL SIX: TIBERIUS STATION 
BUNS d cM CC Lee BEE athCEe. (lid 
it’s Duke's aim to take down their 

PRS Cae eee ean cv ee Bd 
tions. Starting with this 
one. Entering via a conve- 
SNe ons RCC eS ccun F; 
watch out for ruckloads of secret + 7 
areas you can blow open. And try . 


COT aR UCR CR a CoN B ICC mts 
Bee ce ee oS 





















LEVEL SEVEN: LUNAR REACTOR 

This area is split into three areas: the washrooms, 
PRR oe RCC Came sant 
Pan goc asec antenna ence rats CC 
before zeroing in on the core and blowing it into 
Donates coal 





ed Bd am Fine 


COE eC Ue I ed 


LEVEL EIGHT: DARK SIDE 

pln eee Serene eee Boas ied 
our lovely lunar surface. Laboratories, power areas 
and airlocks need to be blown away before Duke 
ONE aen aon nee eC rR 
ReutoVCon Bao 





BAA'233 bb bro) '8 3:3 he} 39) 

Only one more alien base remains to 
be taken out before Duke can move 
on... and it’s a toughie. Taking out the 
beeen RR ee 
plex is tough enough, but the mutha 
OE MEANT Rae ey 
ECC ep nN etn rs scorn) 
PACS e cae cane tte 
SB eee eC mel mee 
PRC SOM nel 
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PaO TB ty 

eT Rela ae eRe Re mere 
Saou ee eae ke TIC! 
Pee RCAC MI tem oc Cm eRe R GC) 
track them all down and sometimes literally gun 
them down like stinking pigs! 

Sea AaeNN each aes Cat] ayd 
DER oem) caste seem. Umea eh 
Pecunia nema Cen sets 
Remeber ola eT Es (ima 
ONCE Nn aca nt a/Ceeeccsnte itn 
Don’t hold back - blast the crap out of all them! 






















LEVEL TWO: BANKROLL 
OR BURR esC BLN aty 
Duke's next port of call. After a pitched battle on 
BO TC eC RUOlaon et om aC) 
locate the key to the bank, Duke quickly takes on a 
series of logic puzzles before opening the main 
REVI SM URC cima hm cnet 


PAA h ey tty 
FLOOD ZONE 
Petar tase 
pRB eae er aetel sd 
Sate C ULB co 
Cio onreeuC nated 
PeceaG smeetig 
ERC Leloh 
DiC om te caets 
ecient 
ue! With OverLords and 
PAT Ua we beeve lord 
per CR encom 
is basically TOUGH. 


LEVEL FOUR: LA RUMBLE 

Shades of Die Hard here, as Duke enters sky- 
Reet aCe nam CCT TnL ean nC ety 
Pea acento BCE COR Ce mei 
Peer Sey oa soa esters Cea? 
STOR ETE Srna rl amettitd 













LEVEL FIVE: MOVIE SET 

Rees ONC ae Onan ene cet 
Sd oS PT enone CB cous ue THELEN 
PECs Ree uu Ce Meee NURS eCR Ts 
filimg the Lunar Apocalypse movie starring... Duke 
Sue Mosmlectid isan B Acoma ta ciel 
with action! 

eee ROR BUMeS Coa tas eect 
Deo uses ariel leeches 
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LEVEL SIX: RABID TRANSIT 

Duke travels underground for his latest adventure, 
PCV eh eRe RMR ACR Lar ttl 
eee eS Cum Ueno Casula 

FL eee a Or Relea Coca e Suet 
NERC Mane ace arsaae nee 
to the PC version! 

















LEVEL SEVEN: FAHRENHEIT 

Tan una Eureka) ror 
PS Ca es screen Co er 
Rs Ce ke Cone aera c a 
PERCE CU CIS e EMC Ce) 
One Race nme 


LEVEL EIGHT: HOTEL HELL Pred 
PUB CaM Cece ‘ 
holed up in a hotel, savouring luxu- 
pa meC rua Locate hi sco} 
Pee CUR ae Tt Cm 
Nukem is already in the building. 
PUB eB yeaa ei etd 
Bete) eB oVelBC Rca Peele 
hotel pools, guest rooms, the whole 
lot. Time for some Duke Nukem 
“Room Service”. 





LEVEL NINE: THE STADIUM 
ee orm ote term semen 
Sete OB tT MeN Beers 
(eI B ayo eer Lace Loe 
Sham dames (Moya bow Wile Ce-vel 
Football pitch. Armed to the teeth 
PLM sce TC CYNE Ce tLe 
SAUCE BUCCRER LUST RCL 
rt Ucar tae Cottd 
Pres reral 








STS VA a) 





ee SIU post 


Marvel Super Heroes - Wha a game) 
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Another secret character, 
Beene e rev Ly 
Bre WI MLt aE Cer 
ZINE. Yes, the final boss 
in Marvel Super Heroes 
is playable if you know 
the secret code! So 
PU ee TEL 
WeSC sion) 
Pte eed 
POC eae 
Pree Vs tage tt 
RO eee rants 
super move FOR EVERY 
INFINITY GEM HE COL- 
LECTS! Couple this with 
Ceres VRC saT SECs 
potential and stunning 
Se eN 
PreNt nace eos 
paranodal 





POA UU VAL 





























WOLVERINE 
PSUTTON Gkrect cd 
from X-Men: Children of 
the Atom is back! Quite 
Pres Natta ter 
Ercan tay 
ferro tee 
MOSS EEE TacET NY 
Pes as coneit| 
Brice ey auc etta 
Pee Mita bata id 
esta Coe Cat ees 





Tops tea tie tn 
eres een 
ren ng CES Te 
Brena Cast ad 
Berserker Barrage as a 
Ber entra (Pag 
SEN e Te Oca 
Ren engst enlace 
Weapon X! Activate this 
Po apse! 
Een tts y 
Pee a5 7 lre CATS 
PROCS Enant a Ter) 
much space because to 
Pesce tSecid 
oR BUSTA 
Pane abe iad 
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DOCTOR DOOM 
pars cecoea sa 
lain in the history of 
Peper ac lice 
in Marvel Super Heroes 
Putra ac 
know the code he 
becomes A FULLY 
PLAYABLE CHARACTER! 
esse Vat avon) 
Deen eaters Ti 
Csmeabtaisnttesricts 
Agave halle Briey 
Ree ens ees ae 
moves (all loving recre- 
Pee Umar tis 
RCE ace varied 
against the Fantastic 
ean cierto ety 
Ensaio cone 
ful. And get this: even 
Seem NCE CVB Rar sett 
Peers nee tiated 
okra rena rsnt hs 
Peco eesti 
pure cL 

BS PCC a CE (eR ole 
Doom just laughs at the 
Pssst eta nee ce 
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characters in that he is me of the most esc 


However, as 


| Doctor Strange with his1 megalomaniacal selene 


ees Shuma one isone of 





















potent move: 


on he 


PSYLOCKE 

The telepath ninja is 
Pee eC Clg 
Pon ete 
SOS Soa n a 
Pee er ae Ne 
ere) 
Patera 
oN e creer 
Easel eae 2 te i 
Pees Se sg 
Nona eT 
EV a eee at 
Sree IeS Bm 
Sete rast Br 
Coen 
Posed (Seep) 
Pree ent 
REMUS ae enti 
Beacon 
Oya Rue eines 
kicks) and the Kochou 
ervenca PERE 
Etim el ata Cr 

Org ene Ce uC Tn 
renee ree 
Pree Deca tca 
CeCe ume ns a 
eon cl 
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POMC CMU a a ERC beat ‘em up to take the Saturn by storm is des- 
UCN) AU Om LEC Ra RUT n BESS ROOTS COCCI 
our coverage of Last Bronx with the first of a two-part guide detailing all the moves for each of the characters 
UEC LeU BURR Te SOTO ona CG 


Game Alias: YUSAKU 

Name: Yusaku Kudo 
Weapon: Sansetukon 

Age: 19 

Height: 171cm 

Weight: 66kg 

Gang: Neo Soul (Bikers Team) 
Stage: Naked Airport 


As the former third in command of the leg- 
endary biker gang, Soul Crew, Yusaku is largely 
considered to be the hero of Last Bronx. After the 
sudden mysterious death of the leader of the - 

Soul Crew posse, the other members of the gang OCU CORE Ur ae LORS RU) STRUCT cosa 
dispersed, leaving the burden of responsibility OPE Un CO CRC Un ULE CCL Om CUTE aE CSUR me COU ee ae 
firmly on Yusaku’s shoulders. After overcoming 

his doubts about the future, Yusaku attempts to JMBLc WALL 6) A 

keep the spirit of the Soul Crew gang alive by 
forming the Neo Soul gang. 

As the leader of the new gang, Yusaku has 
been summoned to the Last Bronx tournament, in 
a battle for supremacy and fac- 
ing his old adversely, 

Kurosawa. Armed with a $ ee PLL 
Sansetukon three-sec- B 

tioned staff, Yusaku 
dispenses punish- 
ment to his opponents 
at any range, 

with an espe- 

cially effective 
shoulder tackle to put 
his opponent out of : B 
commission. Yusaku's weapon-based attacks are amongst the most spec- 
PCE CS 
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Game Alias: KUROSAWA 

Name: Toro Kurosawa 

Weapon: Bouken 

Age: 25 

Height: 177.5 cm 

Weight: 71 kg 

Gang: Ropponogi Hardcore Boys 
(Playboy Team) 

Stage: Radical Parking Lot 


Aside from being the notorious leader of the 
Ropponogi Hardcore Boys, very little is known 
about the mysterious Kurosawa. The feared and 
reviled leader has an immense dislike for 
Yusaku and the remnants of the Soul Crew 
posse, viewing the ensuing chaos in the after- 
math of their break-up as an opportunity to 
wipe them out once and for all 
Kurosawa’s fighting style is quite unique, 
being a variant of the ancient Kendo martial 
art. His repertoire of ultra-violent attacks are 
largely based around the use of his wooden 
sword (Boku-to), which he 
uses to devastating effect, 
repeatedly bludgeoning his 
opponents around 
the head 
until they sa 
collapse in 
submission. As such, 
Kurosawa is perhaps 
the most brutal combat- 
ant in the tournament 
and hence, is the 
final opponent : 
players face No other character in Last Bronx has the ability to drain an 
when battling [Short Uppercut =| opponent's energy bar like Kurosawa. 
through in arcade cut & Si 
mode. 














Kurosawa’s range of throws may appear familiar to Street 
TCU CUO CUS eR 
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Game Alias: YOKO 

Name: Yoko Yoko 

Weapon Used: Tonfa 

Age: 20 

Height: 163.5 cm 

Weight: a9kg 

Gang: G-Troops (Survival Game Team) 


Yoko is the founding member of the G-Troops 
gang, which began as a survival game squad 
but quickly evolved into a martial arts and tac- 
tics training group. The group quickly gained a 
reputation as a formidable fighting force, 
mastering the complex military fighting tech- 
niques and gaining a place in the tournament. 

The original leader of the G-Troops gang 
was Yoko's brother, but he was seriously 
wounded after repeatedly snubbing the invi- 
tation to the secret fight. Hence, Yoko took 
over leadership of the gang, doing battle in 
the tournament for the honour of G-Troops 
and that of her wounded brother. 

Yoko herself is a deadly opponent, with a 
lethal array of kicks which enable her to float 
her opponent into the air, 
before repeatedly pum- 
melling their defenceless 
body with her Tonfa 
weaponry. Her boy- 
ish characteristics 
have also attract- 
ed the attention 
of blonde bomb- 
shell Nagi, 
whose les- 
bian tenden- 
cies form part of 
the complex plot 
synopsis. 
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OUR RO coe nce en 
to land a couple of hits as he descends to the ground. 





Game Alias: TOMMY 

Name: Tomiie Hiroshi 

Weapon: Battle Stick 

Age: 18 

Height: 165.5 cm 

Weight: 54 kg 

Gang: Helter Skelter (Border Team) 
Stage: Cross Street 


Tommy is not a member of any particular gang as 
such, but rather spends his time snowboarding, 
skateboarding and listening to hip-hop and thrash 
metal music. He's basically a typical LA boarder, 
but on occasion travels to Tokyo to visit his parents 
where he frequently runs into trouble. There he 
likes to skate through downtown Tokyo undis- 
turbed, resenting having to avoid gangs and 
respect their turf. Hence Tormmy’s involve- 
ment in the secret tournament. 
Tommy's fighting style is 
derived from years of training by 
the same sensei who taught fel- 
low Last Bronxer, Lisa. Tommy 
has fallen hopelessly in love 
with her, but alas his ado- 
lescent love is unrequit- 
ed. Nevertheless, this 
proves an added incen- 
tive for taking part in 
the secret fight. Each 
of his techniques are 
based around the 
use of his battle 
stick, creating 
huge spi- 
ralling blur 
effects as he executes some 
tricky spins, connecting with 
opponents at any range. 
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As last month's EXCLUSIVE Croc coverage revealed, Fox 
awesome 3D platformer. As a November release date 
at the rockin’ adventures of this rascally reptile. 


hirty days may not seem like too long in the cosmi 

scheme of things but for a talented developer such 

as Argonaut, it’s plenty of time to enhance and 

improve the many features that will make Croc: 
The Legend of the Gobbos a sure-fire Saturn smash. Last issue 
we gave you a first look at Fox Interactive's little green guy, 
exploring a handful of the game’s many levels and revealing 
just how intuitive the finished gameplay will be. This month 
we're sticking with this scaly superstar and taking an in-depth 
look at some of Croc’s finer features, with more wacky bosses, 
puzzle-solving and even the added bonus of an interview with 
the game’s talented creators, Argonaut! 


Crossing chasms and leaping over lava, our boy Croc’s a nimble little bugger. 








“Oy, ya ponce! Get me outta 
here!” A caged Gobbo gives 
Croc an ear-bending. 



































SUPER PUZZLE FIGHTER TOO 
While the main thrill for players promises to be Croc’s smooth 
D world, an environment that's just begging to be explored 
with the Saturn’s essential analogue pad, the game contains a 
number of tests and mini-puzzles to solve en route. Chief 
among these is the collection of magical crystals. While these 
shiny baubles also extend Croc’s life, the crystals are often 
located in all manner of seemingly inaccessible places. Initial 
levels may be flat and fairly featureless but collecting items on 
later stages requires players to master the game's controls (a 
imple enough task) in order to reach these precious items 
slightly trickier). 

So for instance, as soon as Croc enters a level, players will 
e aware of a number of crystals, magical gems and Gobbos 
just waiting to be collected. This may then require the cor- 
‘ect positioning of movable blocks in order to reach 
higher platforms, dangling precariously by your 
fingertips or swinging beneath a passing 
reature in order to collect your prize. Within 
he blink of an eye, players will find them- 
elves preforming all manner of aerial acro- 
atics and precise positioning while snatch- 
ing goodies left, right and centre. 





Smooth and silky, Croc’s visu- 
als are a testament to the 
Saturn’s power. 










































MAP TO THE FUTURE 

With a comfortable control method easi- 

ly mastered, confident players will begin tak- 
ing more of a gamble to gain their rewards. 





+ Hey, who needs Mario 64 when Argonaut have the talent to whip up as stunning a Saturn game as Croc? 
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more of the game's 60+ levels. 









encounters with mid-level bosses. 


aa 


When players finally encounter any of Croc's numerous boss character's, they're 
left in no doubt as to the size and threat of these wacky wonders. Appearing 
every few levels, these mid and end-of-level guardians prove to be a right royal 
pain in the butt, constantly hampering Croc’s island travels. To herald their 
arrival, each boss is introduced with a clever FMV clip showing Baron Dante using 
his evil powers to transform a hapless island inhabitant into a monstrous men- 


ace, Croc’s Rogues gallery includes the following freaky faces: 


Tooty the Feeble 





Cactus Jack Fosley the Balloon Man 


As it’s possible for Croc to reenter any island stage that he 
has completed, our hero can now retrace his steps and 
further explore earlier levels with his newfound 
skills. Hidden platforms, concealed handholds and 
bonus doors now present themselves, opening up even 


In fact multiple routes are one of the more enjoy- 
Py able aspects of Croc. It’s not exactly difficult for novice 
players to blast their way through numerous earlier 
stages but the real fun comes from exploring every possible 
exit, path and secret portal. Some routes lead to humourous 
bonus games and extra lives, while others act as short cuts or 

















Traditional platform game elements in full effect. Croc bottom-bounces crates, 
collects hearts and crystals, trashes bad guys and tackles bonus levels. 


PICK ‘N’ MIX 
No platform game would be complete without pick-ups or col- 
lectible items. The world of Croc is no exception with our fang- 
faced friend getting his claws on all manner of handy objects. 
We've already covered crystals and extra lives but there are plen- 
ty of other goodies for players to obtain on their travels. Ruby red 
hearts are usually scattered throughout each stage, 
increasing Croc’s healthy significantly and working in 
tandem with the aforementioned crystals. Special 
keys are used to free imprisoned Gobbos from 
Baron Dante’s evil clutches, rainbow crys- 
tals provide access to bonus levels and as 
for the enigmatic jigsaw pieces... their myste- 
rious purpose will be revealed next month. 
While most pick-ups are located in 
plain sight, there are also a number of hid- 
den items to obtain that have varying effects on 
both Croc and his enemies. From temporary 
invisibility to momentary paralysis, these 
pick-ups often prove to be real lifesavers. 











Platform Pete Baron Dante 
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EXCLUSIVE ARGONAUT INTERVIEW! 


To discover how Argonaut created such an awesome 3D platformer, SEGA SATURN MAGAZINE 
spoke to the company’s founder, gaming guru Jez San, to find out what makes Croc tick. 


‘SSM Could you tell our readers a little 
about Argonaut’s history and its cur- 
rent relationship with Fox Interactive? 
JS Argonaut was founded in 1982 by 
me. | started off doing the odd bit of 
computer and security consulting (‘cos 
| was an ex-hacker) and eventually got 
into programming games with Skyline 
Attack on the C64. In the mid-Eighties | 
did StarGlider which was very success- 
ful. Fifteen years on and we're now 120 
people strong and growing rapidly. 

We started Croc as a concept in 
1994, it looked very different then. We 
worked on it until we had a prototype 
game in 1996. We then showed it toa 
number of publishers and had several 
offers around E3 last year. One of the 
companies that stood out was Fox. 
Not only did they want to make it 
their first ‘original’ game but they 
were keen on taking it into other 
media and would be well placed to 
turn it into another Simpsons or King 
of the Hill. Fox’s advances were not 
the largest we had been offered, but 
we knew the company well, thought 
they would do a great job, and liked 
the prospects of full media coverage. 
We also had another game in develop- 
ment with Fox (Alien Resurrection due 
out in early ’98). 


SSM Can you tell us how the concept 
of Croc began? 

JS Early in’94 we were experiment- 
ing with doing a 3D platform game. 
We wanted to be the first in the 
world at tackling this genre. We 
showed our early work to Nintendo 
and they liked it but said they had 
something similar in development. A 
year and a half later they launched 
Mario 64. It’s possible that the visu- 
‘als we showed them gave them some 
ideas about how it might look, but on 
the other hand it could have been a 
total coincidence. Our goal was to 
take all the fun elements of classic 
2D platform games (Mario, Sonic, 
Yoshi's Island) and produce a new 
twist in 3D. 


SSM What are the team’s main 
aims and objectives with this par- 
ticular project? 

JS To make the most fun 3D game that 
all age groups will enjoy. The young 
will love the characters, the worlds, 
and amazing graphics. The old will 
love the gameplay, the freedom of 
movement, the music and the special 
effects. We learned a lot by working 
with Nintendo on StarFox and Stunt 
Race. Miyamoto is the GOD of game 
design, and we hope we've done a 
game he would appreciate. 


‘SSM How many people are currently 
involved with Croc’s development? 
JS At one point there were about 40 
people on the project. Most were 
involved in art, animation, music, 
game and level design then there 
were the programmers who produced 
the engines on each of the three plat- 
forms (Saturn, PlayStation, PC). 


SSM Has the game evolved beyond 
what you originally envisioned? 

4S The original concept for the game 
was a dinosaur racing game, but this 
evolved into a 3D platform game with 
long and short-term goals (like collect- 
ing crystals and Gobbos) as well as 
problem solving and arcade puzzles. 
The most difficult technical challenge 
was making the camera totally auto- 
matic. Previous 3D platform games 
like Mario 64 had crude camera con- 
trol that forced the player to constant- 
ly readjust where the camera was 
looking. This interrupted the game 
flow and was highly frustrating. We've 
got an extremely advanced camera 
that moves around smoothly, avoiding 
objects and walls, and tries to show 
Croc at the right angle to allow 
smooth flowing gameplay. 


SSM How would you rate the Saturn 
as a 3D development machine? 

JS The Saturn has its own capabilities 
(and unfortunately, drawbacks) com- 
pared to other machines. Our Saturn 
Croc team’s job was to take advan- 
tage of the advanced capabilities of 
the machine, while tip-toeing care- 
fully around the drawbacks so that 
Croc on the Saturn stands out as a 
really cool game! For instance, the 
Saturn version uses special effects 
like flowing lava and water that the 
other versions do not have. 


‘SSM Croc moves extremely smoothly. 
What frame rate does the game run at? 


JS The PAL game runs at 25 frames per 
second. Our designers play all the lev- 
els constantly and tune the graphical 
detail to ensure it runs at 25 fps the 
whole time. The American and 
Japanese versions run at 30 fps. 


SSM What do you think are Croc’s 
main strengths? 

JS Right now, there aren’t many 3D. 
platformers, especially not on the 
game systems we've targeted this 
Christmas. Sure, there’s plenty of hype 
but Gex 2, Rascal and Jersey Devil 
aren't coming out in the same year as 
Croc, Although Croc might be com- 
pared to Mario 64, Saturn owners 
can’t play that game on their system 
and besides, we've made some 
advances. | personally think Croc 

is an easier game 

to master and 

control, and | 

think the char- 

acters, storyline, 

animation quality, tech- 

nology, and most of all 

gameplay make it 

stand out on its own. 


SSM How important is the game’s use 
of the Saturn analogue pad? 

JS Croc was designed from the 
ground up to support regular digital 
joysticks, but when the analogue 
sticks came out we embraced them 
as well. There is no penalty for using 
a digital stick, but obviously ana- 
logue is more ‘3D’ and so it’s slightly 
more intuitive. 


SSM Do you intend to include extra 
levels, alternative bosses or extra 
play modes? 

JS There are many extra levels, a 
whole secret island, and loads of 
secret pick-up. You can finish the 
game with only half of the levels 
explored giving you opportunities to 
revisit earlier levels and take a fresh 
stab at them. Croc was designed with 
longevity of gameplay in mind! 


SSM Were there any specific levels, 
features or ideas that you were unable 
to include in the finished game? 

JS Yes, alas the snowboarding levels 
got removed towards the end of 
development ‘cos we just plain run 
out of time. They'll make it into Croc 2 
along with a whole host of other 
game ideas! Our job with Croc was to 
stake our claim as '97’s best 3D plat- 
form game. Croc 2 is gonna be '98's... 


SSM Who is responsible for Croc’s 
trademark theme tunes? 

JS Justin, Karyn, Gwynn and Richard 
are our in-house music group. They 
did a great job. It took most of the 
year to compose, mix, remix, and 
keep tweaking the music to make 
sure it matches the game perfectly. 
Most game developers do their 
music at the end. We kick started 
our music off at the same time as 
the game itself, allowing them to 
keep perfectly in sync and have 
highly integrated music and themed 
level design. Also, the atmospheric 
and ambient sound effects are very 
fitting. The music group scored Croc 
much like a feature film. In fact we 
had so much Croc music, we had to 
compress the audio 4:1 to be able to 
fit it all on one disc! 


SSM How many boss characters are set 
to appear in the game and who 
was responsible for their 
creation? 
JS Peter, Simon and 
Scott did most of the 
character design. There 
are loads of bosses, 
sub-bosses and 
their henchmen. 
The big bad guy, 
Baron Dante, is a 
really cool cartoon-style villain. All of 
the bosses in Croc started life as 
harmless insects and animals and 
were mutated by the evil Baron to 
become bad guys. We progress the 
storyline with short FMV introduc- 
tions showing how the bad guys 
came into being, shortly before you 
fight each one. For instance, Flibby 
started off as a ladybird and was 
mutated into a giant boxing ladybird 
that you get to battle. 


touting Croc as a potential cartoon 
and merchandising star, will 
Argonaut be involved in further rep- 


JS Yes, Argonaut is intimately 
involved in the development of Croc 
and his legend. We intend to help 
all we can with Fox's development 
of the cartoon, and of course there 
will be other things along the way. 
Fox will help us develop this into a 
franchise much like Nintendo, Sony 
and Sega have today with their cen- 
tral characters. 


‘SSM Finally, 
Croc 2? 

JS Croc 2 has already started develop- 
ment and yes, there might be a Sega 
version but it might be produced for 
their next generation system. 


re there any plans for 








SEGA SATURN MAGAZINE 63 


It's now ten years since the legendary MegaMan (known as Rockman in Japan) made his first videogame appearance, back in the days 
when we were still young and carefree, and you could buy a pint of milk for less than a tenner. Ten years later, and we're all older and 
fatter, but we still sit on our arses playing videogames all day! 


At 


PLATFORM SHOOT'EM UP 
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There’s a limited ‘special edition’ pack of the 
game available in Japan, which comes with a 
POPC NCS Cer atten Beet ols 
POC OER Eat CRs ec Roc ct 
Sea ene eee CR Tea 
Veta ce em ee sce C ne 
just a small plastic children’s toy - having the 
real MegaMan as a free gift would cause some 
ESOC Cane Cent Rrra CCl 
Ons aCe ca eee TN 


CR RLU ral 





Teun oC ee 
Pe eer une nel ee 
super hero. Imagine if MegaMan’s par- 
ents had christened him Colin instead - 
do you think he'd still be battling huge robots, defying 
Ce Ee een EA UU usm) 
marauding robotic invaders? No chance, thank good- 
ness for MegaMan. 


PON Tyee te NTN 

see cae ct eRe ee A 
eee ed ee ee oe 
ee ee On Cane oe Gy 
Pere eee aca eMC rR ad 
Ree Tena anu ee ns 
button for a few seconds charges his weapon, and fires 
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Ros MRC gtern Res tcc ie 
Pea OUR ay A 
ee Cee ace a 
Pee ee ete ere 
EIS en ene Ne 
encounters a mad scientist who makes 
our hero faster and more powerful 

by charging him up in a ‘MegaMan 
charging up device’. Zero uses the 
PESO eee enn Tg 
Peete ec Sura 
ing the game much harder if you pick 
him. Also, the game has a large narra- 
tive story element which differs depending 
Oe nee once oe 
AT ee Uae nen 
USC ia ca eee er 
ce ee eau cecre eur 
Brag src es 














TRANSLATION: IMPOSSIBLE 

The fact that you can’t follow the story is irrelevant 
(ete eee en Cae ee eta et a e LT 
RA ea ey 


Pee UC ae ce 
ae eR Seema Re OT a) 
re rm eco eae ena ST 
thing anyway, so dispense with the 
pleasantries. One thing that is in 
ree ER ce eng 
the boss you'll face at the end of each 
(ovement SUR e ee 
Mare uu er a eLe 
least two sections) are then selectable. Each 
Te ee ne Renin Cn ct a 
individual baddy, with a sprint through the level lead- 
TTR Ue Re eae 
a RC UA cue Mot ceo aC 
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Ome CUR RUC ORT ees 
Sa cue ce Ma ek 
RS rea eS ET er es 
Kibatodog (real names) should not be casually messed 
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FLAT GRAPHICS ARE GOOD 
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that Capcom usually reserve for their fighting games. 
It's always been a mystery why the Saturn hasn't 
ur Run eae Caereue nec) 
pe ee oR TMT olla 
Ee oe RCE eC TS 
eRe eee ies lear cas 
levels set on moving trains, space levels, and one or 
Pres one eran tee nS asa 
ee Meroe ese RETR Ur? 
MegaMan Xq never becomes dull or predictable. The 
Comrade ree oe OUT 
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MegaMan X4 would easily be a ‘finely percent plus’ game - 
If we had an official European release to look forward to, a /east... 


ie race re MO ariel eee 
Ce eee om eeu urea a seid 
you get used to this it becomes just another part of the 
game - players have to be extra cautious when 
approaching danger (which is virtually all of the time), 
EUR e tae eee Re Reed 
SECS el ROME my aus De ler) 
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MASSIVE MEGAMAN MISERY 
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eR a AN AOR eee URL roo 
Capcom's favoured UK distributors (Virgin Interactive) 
don’t seem keen releasing it, even though it’s obviously 
CRU oe eC NLC nae 
ETE NAc a eC m UE ace ciulsy 
Pra oes acs tee Pg eee a a 
MegaMan Xq would easily be a ‘ninety percent plus’ 
game... if we had an official copy to review that is. Here’s 
hoping that Virgin take a look at this game at decide to 
bring the game to European shores - it would be a hit! 
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Robot suit fighting action (above). On a moving train as well. 
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UKE NUKEM 3D 


What's this? A review copy of one of the most anticipated games of the year? On my desk? Indeed! Lobotomy’s conversion of Duke 










ieee 





Oh... and all of the “naughty” bits from the PC version are all 
present and correct too. 


ST 


On PC, Duke Nukem 3D was the only game 
(before Quake came along) to dethrone the 
mighty Doom 2. A lot of that has to do with 
the scenario in Duke Nukem. Rather than 
non-descript corridors or caves, these levels 
actually LOOK like real life places. That’s a 
key difference - one even the mighty Quake 
didn’t redress after PC Duke’s arrival. 
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Nukem is FINALLY complete and we have the exclusive review! Let's rock! 


ith Lobotomy Software on the case, there 

was never any danger of the Saturn con- 

version of Duke Nukem being anything 

less than excellent. The purpose of these 
two pages is to tell you just HOW excellent this game 
is... and to urge you to speed down to the local soft- 
ware emporium on the day of release and buy this 
AWESOME conversion post haste! 

It’s difficult to know where to begin with a 
game this good. Any one who has played Exhumed 
will know how good the graphics are, right? Wrong. 
Exhumed was unbelievable - Duke is just incompre- 
hensibly good. The levels (already masterpieces in 
their original PC incarnations) look even better on 
saturn, thanks to some Exhumed-style lighting. The 
frame rate remains unbelievably smooth, making 
the world of Duke Nukem 3D the closest you’ll ever 





get to virtual reality on the Saturn. The graphics are 
the centrepiece of Duke Nukem and no conversion 
of the game - be it on PlayStation or N6q - will be 
able to touch what Lobotomy has done on the 
Saturn rendition. It's that good. Once you get over 
the initial thrill of the graphics (difficult, as the qual- 
ity improves with each new level), the next thing to 
grab you is the gameplay. 

Just about everything from the PC original has 


Easily a Candidate as Game of the Year Saturn Duke is just amazing! 


Fy 






Even the underwater sections look cool! 


Saturn Duke 3D features myriad lighting effects not seen in the 
PC original (left). Big open areas cause no problems (right). 


Lobotomy Software have Surpassed all expectations with this stunning game! 






The set-piece explosions that occur in some of the levels are 
just as earth-shattering in the Saturn conversion! 





Saturn lacks a decent Ds Doom clone no met 
The 30 defies the limits of 





ended up in the Saturn version, including all the 
weaponry, monsters and power-ups. Add that to the 
sheer size of the game (the amount of levels spread 
over the three episodes is mind-boggling) and you 
have a game that's going to take you ages to com- 
plete. On the easy difficulty level. Put it on “Damn I'm 
Good” skill and the challenge is vastly improved, 
making you want to complete it all over 
again. And there's those secret levels to 
find too... Suffice to say, you really get 
your money's worth here. 

After the sheer disappointment 
that was Saturn Doom, it’s great to see 
that Sega did the right thing and hand- 
ed over the conversion of Duke to 
Lobotomy Software. Everything about 
this conversion fits into place perfectly. 
Graphics, sound and gameplay combine to cre- 
ate a videogame of such quality that there is literally 
nothing quite like it on the Saturn. Yes, Exhumed was 
a major release and is still one of the best games on 
the machine, but Lobotomy’s previous title was 





The second boss creature. What Duke does to this creature (or 
more specifically, its neck) after it dies is quite amusing. 





Duke Nukem’s weaponry is ace - for example, you can lay mul- 
tiple pipe bombs and explode them all remotely at your leisure. 





Entrails go flying whenever you use excessive force to finish off 
a meanie, And with Duke’s arsenal, this isn't too difficult... 


3D Realms added a vast risque element to the 
standard run-around-blasting gameplay, result- 
ing in porno cinemas, peep shows, “lewd” 
shows and even strippers (who “jiggle their 
goodies” when offered cash). Add in a load of 
bad language via the wonders of DukeSpeak 
(the hero of the piece adds his own comments 
during the proceedings) and you have a great 
laddish game that’s super non-PC and definitely | 
NOT recommended to kids. Unlike the original 
version, there doesn’t appear to be any parental 
lock either. But still, who needs it? 















designed more as a brain-buster. 
Duke Nukem’s unrelenting blasting 
action makes for a more appealing 
prospect, especially considering the superior 
quality of the visuals (Exhumed’s engine has been 
considerably improved to create graphics of Duke's 
quality). Put simply, Duke Nukem 3D is the 3D blaster 
we've all been waiting for. im Ly F 

Criticisms? Very few. Just about the only one — | te : 
that does spring to mind is the lack of multiplayer 
action. The woeful conversion of Doom remains 
the only place in Saturndom where you can playa | ut / | 
link-up DeathMatch. Duke is compatible with the I 
NetLink for two-player action, but that’s not really 
any use to us since that hardware won't make it 
out over here. 

But still, Duke Nukem 3D was always just as stun- 
ning as a one-player game as it was in DeathMatch. 
And now it’s on Saturn in what is quite frankly the 
best conversion of the game we're ever likely to see on 
console. There's nothing as good as this available on 
the Saturn - YOU MUST NOT MISS IT. 


ge RT | 


RICH LEADBETTER 
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Illegal weapons, ultra-violent gameplay, teenage girls and incredibly short skirts. Yep, it looks as though AM3 could well have a winner 


on their hands with the Saturn conversion of Last Bronx. 





RELEASE 


The staple of any decent arcade-to-Saturn conver- 
sion is the Saturn specific features, in which Last 
Bronx doesn’t disappoint. Aside from the self- 
explanatory arcade and versus modes, AM3 have 
crammed in several other gameplay variations 
into the Saturn version. The survival mode for 
example, which appeared in Fighters MegaMix is 
present in Last Bronx, requiring players to 
progress through the entire roster of characters 
with only a single energy bar. In addition, a time 
attack mode is now present, whereby players 
proceed through the game in the fastest possible 
time which is then entered in a leader board. 
Somewhat more bizarre is the all-new story 
mode, which unravels the complex plot which 
intertwines the fighters. This is done through a 
brief interaction between the two fighters, before 
they beat the crap out of one another. 


ast Bronx is amongst the rare breed of 


from slackers passing through the SSM 
office on the way to the lavatory. 
Maybe it’s in anticipation of the occasional flash of 
female undergarments which attracts them, or 
maybe it’s the allure of the big guy with the 
stick smashing his opponent's face in. Who 
knows? The point is, Last Bronx has an unde- 
niable appeal which beat ’em up fans will 
find hard to resist. It’s as simple as that. 

The most important point to stress 
is that Last Bronx is not simply another 
VF clone. AM3 have steered clear of the heavy mar- 
tial arts influence of VF, focussing predominantly on 
producing a more speedy and brutal beat ‘em up. As 
such, each of the eight combatants benefit from the 





AM3 have steered clear of the 
predominantly on producing a 








Hh Ih 


The bizarre plot synopsis for Last Bronx gives details of Nagi’s 
lesbian tendencies, as demonstrated above. 
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The amazing Kurosawa stamping on Yusaku’s head. Awesome. 


videogames guaranteed to attract stares 






addition of weapons which their unique range of 
attacks are based around, though by and large the 
method of combat is quite different. Whilst the 
P standard PPPK combos are present, a definite Street 
F- Fighter influence is in evidence, with fireball 
and dragon punch manoeuvres resulting in 
some Tekken-style bone-crunching throws. 
As such, little Johnny gamer will probably find 
Last Bronx more instantly accessible than most beat 
‘em ups, given the large range of instantly gratify- 
f ing and tear-inducing manoeuvres. 
From a technical standpoint, nothing quite 
matches the brilliance of Last Bronx, with very 
eo few graphical compromises evident. Using an 
& entirely new engine to any previous Saturn beat 
ES ‘emup, the conversion team have the Saturn 
working so much harder than previously to pro- 


of VF, focussing 





a 





Zaimoku is one of Last Bronx's heavy hitters, wielding a giant mallet which he 
uses to devastating effect on lovely Lisa. 


The collision effects and weapon traces look 
spectacular, with no net effect evident. 








Complete the game in arcade mode and players are given access to the secret level, aptly titled the Brilliant Room. 


duce some jaw-dropping visuals virtually indistinguish- 
able from the coin-op original. Running at the standard 
60 frames per second, each of the eight protagonists 
are portrayed in VF2-style high-resolution, exhibiting a 
vast amount of detail and bearing an uncanny similarity 
to their arcade brethren. However, it’s the incredible 
pseudo-3D backgrounds which really steal the show. 
Whilst not the full 3D monty as was rumoured, the par- 
allax-scrolling backgrounds do an excellent job of mim- 
icking those of the coin-op, shifting about at an incredi- 
ble rate and easily surpassing those of any other Saturn 
beat ‘em up. The amazing underground levels in particu- 
lar never fail to impress, with the incredible texture- 
mapped ceilings surprising us all with their presence. 
Along with the spectacular collision effects and motion 
blur frippery, the Saturn conversion of Last Bronx emu- 
lates the Model 28 coin-op brilliantly, being a visually 
outstanding piece of software. 

So why have we awarded Last Bronx only 92%? 
Well, despite the unrivalled graphical finesse of the title, 
it’s not without its faults. Polygon glitching is apparent 


are 
7) 


The accompanying screen shots demonstrate 
just how close the Saturn version of Last 
Bronx is, perfectly emulating the 40-times as 
expensive Model 2B coin-op. 











Regular readers who have been following our 
awesome Last Bronx coverage over the last few 
months will be aware that in Japan at least, 
Last Bronx was released as a two disc pack. 
Whilst the entire game is on just one of the 
discs, the second disc comprises an advanced 
training mode which features animated char- 
acters talking players through the various 
fighting techniques. The problem being, the 
huge amount of Japanese text and dialogue 
would prove very time consuming to translate 
to English, so Sega of Europe have decided 
against doing so. However, it’s not all bad 
news, as some aspects of the cool training 
mode will appear in the European version of 
Last Bronx, though the whole thing will arrive 
on just one CD. 


on the fighters when viewed up close, particularly in the 
victory poses. In addition, the processor intensive shad- 
ows which mimic the movements of the fighters have 
been left out, replaced by less impressive circular shad- 
ows. But this really is just nit-picking. 

The only real gripe | have is that Last Bronx is out 
done in virtually every respect by Fighters MegaMix. 
Whilst the high-resolution visuals of Last Bronx are a def- 
inite improvement, FM offers players more in terms of 
characters, moves and secrets. So whilst | find it difficult 
to recommend this title to anyone who doesn’t own FM, 
those who do and are seeking another beat ‘em up for 
their collection can’t go far wrong with Last Bronx. 

The bottom line is, Last Bronx is an easily accessible 
fighting game which thrives on brutal gameplay and 
flashy graphics. It's certainly different enough from the 
deluge of brawlers already available to warrant purchase, 
though I'd feel guilty recommending this above Fighters 
MegaMix. Still, awesome fun nevertheless. 


Dl 





As leader of the G-Troops, Yoko proves to be a deadly opponent. 


LEE NUTTER 
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ARVEL SUPER HEROES 


Marvel have some of the most recognisable, exciting comics characters in the business. Capcom do the best 2D fighting 
games in the cosmos. Put ‘em together and you have one of the best Saturn titles money can buy! 


se 


Blackheart is a veritable monstrosity of a character! 


Sea a 


Buy the special RAM cart from your local 
importer, stick it in the cartridge slot and 
load up Marvel Super Heroes. You'll find that 
the game automatically has a lot more ani- 
mation per player! To be honest, the differ- 
ences are only really subtle and the game 
doesn’t lose too much graphical oomph with- 
out the cart, but you hardened Capcom afi- 
cionados should track the cart down and pre- 
pare for a visual overload! 
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apcom’s most ambitious fighting game 
ever has arrived for the Saturn... and it’s 
utterly amazing! Marvel Super Heroes 
makes 2D graphics cool again and boasts 
so much detail it’ll blow your mind. Forever. 

The game is super-cool right from the word go. 
‘As soon as you take your chosen Marvel character into 
battle, you're in for a graphical and gameplay feast 
unlike anything you would have witnessed before, 
Where do you start? Perhaps with the quality of the 
characters. We're talking stunning definition and ani- 
mation. Capcom's artists have created awesome ren- 
ditions of the eponymous Marvel Super Heroes - in 
fact, the style they've used is probably superior to the 
actual comics these days! 

The animation is really cool too. All of the fight- 
ers move with the kind of style and mannerisms you'd 
expect from the original characters, from Spider-Man's 
downright weirdness and high-speed combos through 
to Wolverine’s super-berserker style onslaughts. 
Honestly, Capcom couldn't have done a better job with 
Marvel Super Heroes - the characters really do shine 














Homage has been paid to the comics in other ways too 
- right down to Spidey taking pictures of his conquests 
and Doctor Doom's faithful retainer Boris standing 
behind his master’s throne! 

In terms of backgrounds, the Saturn struts its 
funky 2D stuff as only it can. All of the coin-op's 
scenery has been replicated nigh-on perfectly, even 
down to the shadows cast on Spider-Man's stage. 
There's always something really cool going on (like vul- 
tures swooping past on Wolverine’s stage), always 
something to catch your eye. You just can’t avoid the 
fact that Marvel Super Heroes is one of the best-look- 
ing Sega Saturn titles money can buy... and there's not 
one single polygon in evidence whatsoever. 


Considering the power of the arcade original, capcom have handed 
in an absolutely amazing coin- 7 conversion! mies the sat 








Capcom's most awesome arcade conversion yet pushes the 
2D capabilities of the Saturn right to the limits! incredible stuff! 


When you get to grips with the gameplay, it’s 
clear that Capcom have once again woven a classic 
tapestry of arcade excellence. X-Men: Children of the 
Atom featured the brilliant Create-a-Combo system 
and this has been heightened still further with 
Marvel Super Heroes. Beginners will easily 
be able to “shake out” impressive look- 
ing combos, whilst experts will be pro- 
ducing stunning 20+ hit “aerial rave” 
combinations that look absolutely 
spectacular. i 

It’s for this reason that Marvel 
Super Heroes is probably just slightly 
higher than Street Fighter Alpha2in 


* 








my estimation. Alpha is a game of technical excellence 
and only real Capcom masters will get the most from it. 

Marvel supplies the kind of thrills that any one 

can enjoy regardless of skill level (which is 
> just as well judging by the lack of skill | 
have witnessed in the office). 

There are only a couple of criti- 
| cisms you can level at Marvel Super 
Heroes and they are: Blackheart 
and Shuma Gorath. These two characters 
are super-weird, and to be honest they're 
# hardly the kind of Marvel heroes people really 

want to play as. Since Doctor Doom is present, why 
not his arch-nemesis Reed Richards (aka Mr 
Fantastic) or any of the Fantastic Four for that matter. 
What about Daredevil, the Punisher, Doctor Strange 
or even villains like Doctor Octopus or Venom? Don’t 
get me wrong, Capcom have still produced good 
characters in the form of Blackheart and Shuma 
Gorath, but they just stick out a bit, that's all. 

Our review copy of Marvel Super Heroes is NTSC, 
and there’s bound to be borders and slower action in 
the PAL version of the game when it appears. The 
extra turbo speeds available lessen the impact, but to 
be honest, if you're a hardened Capcom fanatic, you 
should really be considering a visit to the local 
importer to get a 60Hz switch added to your Saturn 
for truly arcade perfect gameplay. 

Still, overall, it’s really, REALLY difficult to find fault 
with the epic megagame that is Marvel Super Heroes. 
We've had to wait ages (and aaaggeess) for it, but now it 
has arrived, it’s just AWESOME! Capcom - the one third 
party who have never let the Saturn down - have done it 
again with another game that MUST be added to your 
collection. Marvel Super Heroes is a dream come true. 














STE LEADERT OR eee 
RICH LEADBETTER 


UAT Cet 


Marvel Super Heroes really comes into its own 
as a two-player game. In fact, like all Capcom 
fighting games, the one-player version is a bit 
limited. Marvel features some brilliant taunts to 
wind up your foe. Just press DOWN twice fol- 
lowed by both shoulder buttons to see your play- 
er’s chosen form of mickey-taking. Additionally, 
once you've won the match, press both shoulder 
buttons again and you can beat the living day- 
lights out of your foe’s broken corpse! 


aT 


The addition of the Infinity Gems allows 
Capcom to add to the Street Fighter formula 
with what are basically power-ups, designed to 
increase resilience, speed, power and various 
forms of energy. Additionally each character 
gains special powers when using a certain gem 
- for example, the Power Gem causes another 
Spidey to appear when used by the web-slinger. 
Full breakdowns on what gem can be used by 
each character are found in our showcase cover- 
age (see page 50 and last month’s SSM). 


IIE HN 
v. 


eta 


ENTHUEUC aa a emia Les LTA 
EU) eC 
this most spectacular of arcade conversions. 
PUREE CMU MOR mT Cri 
buy Saturn Marvel and FEEL THE POWER! 


overall 

h 
playability RR 
[ESET 95 
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Games that appear without warning, with no preview and no publicity whatsoever, usually tend to be a bit on the crap side. And 
Frankenstein - Through The Eyes Of The Monster is an adventure game as well. Is there any hope? 


Ras INTERPLAY 

am £39:.99 

rea PUZZLE/ADVENTURE 
[pana OUT _NOW 








This switch activates the lightning storage coil - a big battery. 


Every scene in the game has four different 
viewpoints - pressing the left or right top but- 
tons changes your view go degrees to one side. 
This doesn’t rotate smoothly, instead the screen 
just flips to show the next view, which often 
leaves you a bit disorientated. Still, there are 
plenty of different views in every room, and 
most key areas can be examined up close if you 
feel the need. Switches can be switched and 
secret notes can be read, but make sure Doctor 
Frankenstein doesn’t catch you snooping 
around... he gets angry quickly, and has access 
to some extreme torture equipment. 





Clicking on scenery can reveal some surprises ~ there’s a hidden passage behind that bookcase. 
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here’s a helicopter circling the EMAP 

building. Armed guards are patrolling 

the corridors - the laser-sights on their 

rifles pierce through the darkness of a 
stormy night, while a lone reviewer sits in a dark- 
ened room, behind a flickering television screen with 
a gun pointing at his head - a single bead of sweat 
runs slowly down the side of his contorted face. The 
reason for these extreme security measures? 
Another adventure game needs to be reviewed, and 
I'm not allowed home until it’s finished. Arse. 

Oh well, let’s look on the bright side, at least we 
finally have a licensed game that isn't a tedious 
scrolling beat ‘em up, and even though this is an 
adventure game there are thankfully no magic spells 
in sight, as Frankenstein - Through The Eyes Of The 
Monster is one of those more easy-going graphic 
adventures. Those of you familiar with the classic 
Myst style of game will know what | mean, those 


Think of Frankenstein as an 





The human remains, the electrical gear, the 
smell of death. Who lives in a house like this? 


who haven't heard of Myst need to think of it as an 
interactive puzzle exploration game, with plenty of 
video clips and rendered scenes to illustrate the 
unfolding developments. 

The graphics are a strange mixture of still back- 
grounds with overlaid chunks of video - when you 
enter a location you're treated to a nice still scene of 
the room, and depending on where you are or 
whether you've been there before, you may be treat- 
ed to a clip of an actor popping up (usually Doctor 


with plenty of 


to show the mysterious plot as it unfolds 


The blackboard reveals some of Doctor Frankenstein's equations - he needs to get a calculator. 





More evidence of Frankenstein's electro-fascination (above). These machines can be switched on 
when you find them. They can also be switched off, and then turned on again. Hours of fun. 


if you woke up with loads of different limbs, 
a bolt to keep your head on, 


Frankenstein himself) who narrates the developments 


in the story, gives you some background information 
on his experiments, and drops the odd hint to 
point you in the right direction. Oh and when 
I say ‘you’ | really mean ‘the monster’ 
because players take on the role of 
Mister Lumpy-Head himself, the idea of 
the game being to find out what the 
hell is going on. 

Just imagine how confused you'd 
be if you woke up with loads of different 
limbs, a bolt to keep your head on, and a 
large pair of woman's breasts attached to 
your chest. Unless you are a large-breasted 
woman. Anyway, even then, the shock of having loads 
of different limbs and a bolt through your neck would 
be pretty big, so the game starts with a dazed and 
confused monster looking for answers, and stagger- 
ing through Frankenstein's laboratory without a clue. 
However, once you start clicking on various objects, 
pulling switches and reading notes, you soon get 
drawn into the plot, and the narration from the mon- 
ster himself along with the help Doctor Frankenstein 
gives you soon has you carrying out your own experi- 


ments with the strange electrical devices you discover. 


But not those kinds of electrical devices - we're talk- 
ing about massive electrical coils that can store light- 
ning bolts, allowing Doctor Frankenstein to create his 
monsters. And you get to play with them! 

So here we are again, the final paragraph of a 
review of an adventure game. It was only last month | 










Snooping through the Doctor’s notes often reveals some interesting facts. Well, quite interesting. 






Usually the first thing to do when reviewing a 
game that features video clips, is have a good 
laugh at the rubbish acting. However, we have to 
be honest and say that Frankenstein stands up 
pretty damn well in that department, as the 
majority of voice-overs and video interludes are 
very good. And coming across like a scene froma 
serious Frankenstein B-Movie, the claustrophobic 
tower - complete with dark comers, creaky doors 
and a mad scientist - all makes for a very creepy 
and atmospheric setting 


faced this problem with Discworld 2, and once again | 
must perch my buttocks firmly upon the fence, and 
start hedging my bets. You see, | don't really 
know anyone who enjoys these kind of 
games, but the fact is many people do, 
and | need to try and remain impartial 
and judge this game on it’s merits - 
it’s entertaining for a while, and the 
story idea is certainly original, but it’s 
hardly the most exciting, thrill-packed 
game there is, and the puzzle-based 
action is likely to leave most Saturn 
owners bored stiff. Once again I'll have to 
take the easy way out and recommend it to 
hardcore “fans of the genre” only. 


Pp 


GARY CUTLACK 





The Frankenstein film with the coolest title just has to be the 
“| Was A Teenage Frankenstein” teen-angst film from 1957. 
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That's the slab where the monsters are brought to life. 


&O SEGA SATURN’ tips 


There's a definite love/hate relationship with tips - you love them, we hate them! Well, we don’t really hate them, it's just a bit of a 
pain tracking them down and making sure they work, especially in the extreme heat of the SSM office. Still, we know it's worth the 
effort just to see your happy smiling faces when a tip works. You can even see your own cheats and hints in print by sending tips to us 


at: Sega Saturn Sweaty Tips Section, 37-39 Millharbour, Isle of Dogs, London E14 9TZ 


Reviewed this month, and with the first moves 
list also printed, we're going Last Bronx crazy 
here at SSM! These little tips are those 
undocumented ‘cool things’ that should 

help you get even more fun from this ace 

AM3 fighting game. 


SELECT WINNING POSE 
An obvious one to start with - press the A, B, or C 
a button to select your fighter's victory pose. 
However, you've still got to win first... 
Ue 0 yo 8 


COME ON! COME ON! 

Each character has their 
own taunt. Performing a ‘fire- 
ball’ motion (Down, Down-Toward, 


button, will make your character 

wave, point, shout or even moon 

at their humiliated opponent. 

Except mooning, that was a lie. 
Would be cool though 


Next month we'll reveal how to play as that psycho Redeye 
and print even more secret Last Bronx cheats. 


The better-late-than-never SNK beat ‘em up, King of 
Fighters ‘gs has just been released, and no doubt 
you'll soon be asking how you can play as the bosses. 
In a preemptive strike, we present two variations of 
the KoF ‘how to be the boss’ code! 


BOSS CODE ONE 
In the Team Edit screen, hold down the Start button 
and press Up and Y, then Right and A, Left and X, 


BOss CODE TWO 

If pressing two buttons simultaneously 
is a bit hard for you, try this method 
instead: 


Step One: Finish the game in the 
Team Mode. 

Step Two: Go to the character selec- 
tion screen. 

Step Three: Select “Yes” on the Team 
Edit screen and hold down the Left 
and Right shoulder buttons 

Step Four: Press Up, Down and Up 
again. The bosses should now be 
available for play! 
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PAY 


CHANGE WARDROBE 
Select your fighter using the C but- 
ton in the one-player mode, and 
you'll find yourself wearing the char- 
acter’s away strip. 


RING OUT 

Jump onto the fence, and press A+B+C+Right 
shoulder button to leap out of the ring. Hardly 
the best fighting technique in the game, but 
guaranteed to baffle your opponents. 


on s te 


You see, the plan is, we print absolutely EVERY tip 
ever created for this game, in the vain hope that it 
may stop a few of you phoning in and asking 

the exact same questions. Well, that’s the idea. 
Anyway, this little ‘technique’ should make the 
game slightly easier, by allowing you to blag some 
better equipment from the gullible shopkeepers! 


SHADY SHOPPING SCHEME 

Basically, you need to hassle the poor shop 
assistants in the weapon and tool shops, 
until they eventually sell you a superior prod- 
uct to the one they first try to sell you! Press 
the C button to start a conversation with the 
shopkeeper, then rapidly skip through the 
text as if you've decided to leave without 


Enough, ya here! No more perishing Shining the Holy Ark calls! 


Did AM2 really make this game? (No - RICH) They 
must've knocked it together in their lunch break 
or something. Maybe they had a work experience 
lad in the office to do the coding for them. 
Anyway, here's a couple of secret features they've 
put in, no doubt to make the game even more 
‘thrilling’ and ‘exciting’... 


DINOSAUR POWER-UP ACTION 

While you're tackling the cream-coloured Stealth 
Bomber on Mission Two, look out for any other 
aeroplanes flying towards you - there should be a 
flying dinosaur creature! Shoot it down to receive 
a 5% increase in your plane’s energy and look out 


for other power-boosting flying monsters else- 
where in the game! 


UNTESTED AND DANGEROUS PROTOTYPE 
Complete the game on Ranking Mode, and a new 
plane (the XF/A-4g) should be available for you to 
pilot. This plane may be experimental and tem- 
peramental, but in the tradition of cheesy military 
films, it’s “our only hope for victory.” 





buying anything. Then start again, 


but look out for anything different 
coming up in the shopkeeper's speech 
window. Repeat until you either get 
extremely bored, or the shopkeeper 
offers you something you like, 
which should be better than the 
original product! 

Warning! Do not attempt 
this technique in a REAL shop in 
the real world - a small custodi- 

al sentence or large physical injury may occur. 


einige setae ae 
fee LLL TR Li i 


By the way, this is the SEGA SATURN MAGAZINE team motto. 


It took about two years for this underwater game 
to eventually ‘surface’, so we're well ahead of 
schedule in printing these tips a mere five months 
after the game's ‘launch.’ Let's hope these tips will 
help you if you've been ‘dropped in at 

the deep end’ or if you find complet- 

ing the game a ‘titanic’ struggle. 

Send your amusing AMOK puns to 

the above address. 


BONUS MISSION 

In phase two of the first 
mission, complete your 
objectives, and then head 


south. Hunt around and 
you should find an alter- 
native exit that takes you to 
an extra mission. 


con ie ae 
As f said, you're no 
oto me 





LEVEL SELECT 
Enter your password as ZZZCYZ and you should be 
able to start on any level you like. 


EXTRA RAPID FIRE 
Enter your password as YAYAYA (a voice will 
will say ‘correct’ if you've done it right), and your 
ship will have rapid fire right from the start. And 
when you pick up a further rapid fire icon, your firing 
speed will be boosted even more! 


LIVE FOREVER 
More password fun, as players entering the code: 
XBABYX will stop you from dying. 
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run in all of the ships in order to discover which craft is 
Ret eo ence a ee 


aN 


This is basically a beginner's ship. If 
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Auricom or Qirex ships, it makes 
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manoeuvrability of this ship is not 
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Seance ecard 
Ue RecA a Ce eee aia 
first it's constrictive, but then it becomes a part of you. 
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Selecting the appropriate racing craft is essential. 
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the best ship on the circuit. Shield and Thrust capabili- 
ties are excellent, so get cracking on the turning side to 
Crue mace 


ae 3 
SEM ECC CNM U nT UR UCeCU Bcr oe 





The fastest ship is usually the most 
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PTUs a eur 
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trols this craft proves itself to be 
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lected while racing around each track. These range 
from Missiles to Shield Boosts, but rest assured each 
Te eS utara RUT g 
Cre eC aun eee On sere] 
manoeuvring, then turn off the weapons on the 
OUR OAL aMule ae 


au ts) 


SOE eeu ean Tce) 

eeu anM eer ae ee ecises Cut 

capabilities so once you're locked on, fire 
away. Look out for the ‘Rear Lock’ prompt on screen as 
NU eR UES Carer Ror kaclid 
PMS eT Ne st Cane SETI RICS 
away to get rid of any upcoming ships. 


MINES 
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PML Le oe cee ike) cle 
treo oleh aol elm melee CL eC Rea 
you're struck by an Electro Bolt, your Auto Pilot power- 
up will fail to respond. 


THUNDER BOMB 


See eee enced 
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destroy any mines that may lie in your flight path. 
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TURBO 


ECP EE CRUE Sen ear kag 

be used on straight track areas or once you 

really learn to master a particular course. 
Turbos render your craft the fastest ship on the planet 
Ce Sen Mee yas ae 
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Cee Rae Raesactrud 
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racer. Once deployed, there will be a one 
PRE mun Rea ety 
Cae acliae 
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When activated, your ship will fly automat- 
ically for a short period of time. Auto-pilots 


Eee Ren aS clad =\ 
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sections and when the ‘DISENGAGING’ 
Csi) yc Col ee oe Lea 
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course. Players can manually disengage 

by pressing the A button at any time. If 
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ROCKETS 
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Pee eee cnr 
have to use your own judgment. These 
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use them up close toa ship, you'll be able 
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thrown up into the air! 
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damage to any visible ships. Instead of a 
Pee ya eee eta nr 
track tossing any craft in its way like a rag doll! This 
device is best used when trying to catch up with 
enemy craft. The only trouble is that you have a good 
chance of hitting the traffic as they try to turn around 
and get back in to the race. 


aad aac 
a 


When you're down to 25% shield energy, 
ene e eeu a rte 
eu cusce cs 
Rea Auer 
well needed. Activate this pick-up to restore part of 
See ura 
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get used to the Air Brake system. As you come up 
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first track to race on, this should be Talon’s 
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that you get a weapon. This section leads up to 
RU a er AN RUE LC ae lad 
This is the first track to master as you won't need to PTT ie CRU aR UC Lac 
use the Air Brakes here due to a lack of sharp bends 
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3. It’s best to use a Turbo Power-up on the 

pana ates eu tack uae 
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BUT acu enue ee clca Oh Te} leader at this point you should be able to pass 
turn, throwing your opponents off guard. Seay MUR MLCT om 





S A G A R M A T H A 3. As soon as you approach this straight a 
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It’s time for two laps around the snowy moun- Cee ROR Tee eas 
tains of Nepal now. Again you won't have to ea Rr RUUD om 
worry too much about applying the Air than you would normally. 
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if not just hold right 
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plate for you to pass over. If you get a weapon, 
take a craft out once you're under the tunnel. 
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2. Over some bumps you must go, as you bob up and down twists and turns before you get to the main part of 
negotiating this part of the track. Make sure you don't use a the course. Try to follow your opponents to get used 
ATS ME ol MN mae ee UC eT ey to the racing line you must take. 
Te ROI Na OU eR me cal eae 
believe me, if you hit a bump at the wrong moment you'll 
Pn a Rey 


Pose rad eT aT Le 
ties to the test. Hold down and right on the 
PERCE sauna ie irae ie 
are aS UT RL 
PUNO clue eC) 
left turn, so apply those Air Brakes people. 
3. As you enter a sort of Inca structure, an Auto- 
ila ee Ree ee) 
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than the first. 
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many ‘S’ bends and very sharp turns. Auto-Pilot 
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EUR eee Rl 2. Just after the second jump you'll arrive at a 
blue tunnel. Approach with caution as looks can 
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use an Air Brake in here, just tap the left brake to 
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then straighten out as you approach the ramp. 
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Your opponents are quite 
tough, as are the tracks, so 
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some heavy Air Brake 

action if you wish to 
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to a huge jump. As 
soon as you hit the 
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your craft. You'll travel 
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1. As soon as the race begins you'll be heading for a 


nasty right turn. Sharply turn into the corner (you may 


have to tap the Air Brake). As you head into a green 
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won't have to use any braking in here. 
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up as you swing around the hairpin bend. 


2. As you exit the green tunnel a sharp left turn 
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which lurks a sharp right bend. Tap the right Air brake 
Cre eee RS RU ROL ULC e nt tig 
DPW e  eol oUr 
NESE aces 





ODESSA KEYS 
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ed circuit over the Black Sea. Get your craft 
ready, inflate your life jackets and prepare 

to tackle the last track for this month. 
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1. As the race begins you'll pass through a 
TR TROT eR Lu Ree ole a ol 

TOU asc simul eect) 
left. It’s possible to get round without apply- 
ing the brakes, but | suggest you quickly tap 
the left Air Brake just to make sure. 


CHALLENGE ONE 
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first, the Phantom Challenge will be issued to you. 
SEA ua Cee RC Ru 
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skills. Are you ready for the ride of your life? 


3. Swinging around the ‘Red’ bend is quite tricky 
so quickly tap the right Air Brake to make it 
Ee UCR LRU (el oo) 
good racing line as you approach the jump lead- 
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4. As you approach the red ‘S’ bends, you'll either have 
to use an Auto-Pilot if you have it or Air Brakes. Either 
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for protection, LEE NUTTER investigates further... 






























Although we’ve endeavoured to be as specific as 
possible in this comprehensive guide, from time to 
Re ee ic ROMER ime neu) 
Ree ee ee OLE 
COR PM Raa 

LTS ere el eed) 
and taking the door at the far end on the right. In the 
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first zombie and dispose of it with the beretta. 
Examine the corpse it was feasting on and recover the 
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Siena ic me the typewriter. Upon 
PSST A ee Re ROR ORCL 
Rebecca with you. Choosing “yes” is the most difficult 







nm MMe Ret ea aia 
CIE CR Om US LL 

Follow the corridor round to the left, avoiding the 
zombies and entering the end room. Shoot the two 
Poe ee NU CLR elt m ORS 
sa eer RU eee) Co Ce ol 
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bed before examining the desk. Shoot the zombie 
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room until the emblem is replaced with another object. Hint. 
end'of the hallway ST | 
entering the next room, take Coen 
Tea Sours 
IMR issue cee ute) 
Pe RU eee Re MU Ue ae. ORNS 
the green herb was found. Follow the winding corridor 
ERE e eR mR ue Le 
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room and continue round the corridor, entering the 
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taking the first door on the left UO Aeris 
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Tema Rees and proceed to the end of the 
father clock. Return to the main LO an eer Lod 
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blue jewel in the tigers eye and take the Wind Crest. 
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’ ae to the storage room and pick up the bag 














ridor where the tiger room is located, at the opposite 
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unity to stock up on herbs. 


pposite Chris at the end of the corridor. Enter 
the first door to Chris’ left and take the broken shot- 
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lowing it round to the end and taking the last door on 
the left opposite the double doors. Pass through into 
the living room, pick up the mounted shotgun and 
Tea Roe eel La meg 
disposed of with a single blast to head. 

Return back to the main entrance and enter the 
asta OR ae eee Re ay 
SU ia her en crete We Ce 
aCe RC Ra) 
the zombie if necessary before returning to the main 
entrance. Proceed up the stairs and to the right and 
Re Ru Relea ue C UU ROT) 
corridor. Shoot the two zombies and enter the green 
COTE RU eer Reco ea 
See ae nu ue ec ac up the clip and exit through the other door. Kill the 
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Proceed to the end of the corridor and enter the ECR UCU Ree CC Te) Del UL ee RU Le cele lO LN) 
Clee eum oc aR Ca pale an OT eater ee aR seca ea ba ei Ra ole RUM lta 
PCa re eae sail antl) eck COPE React 4 ue De ket ee 









ECO ae ema ore RR RCL A 


CO RUSE eee Tee 4 
Cee ee en erie 


‘ere RUG Ree ole TS 




















and exit into the opposite room. recover the d A ue cu te een aes 
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landing. Turn right and run to the end of a4 
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taking the staircase to the right and eee suie ecu ene ne 
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Chris’ energy, stock up on ammo and save snake is scared off, or better still, negotiate 
the game position if necessary. SECURE alee ORCA EAC) 

Ensuring the lighter is present in the ee eet Rete 
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Rebecca to recover the anti-poison serum and bring it 
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sage at the opposite side of the mansion and place 
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shelves and retrieve the square crank and a small key 
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gun, before retrieving the map from the wall of the 
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bie inside and retrieve the clip. Return back to the 
main room and pick up the dormitory map, Plant 42 
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he two zombies inside. Enter the first door into th 
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Room Key and go back into the bedroom, retrieving ‘ 
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rusty gate at the end of the courtyard and pass 
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passage. Cross the passage and climb the ladder at th 
re MI A eNO Ue ese 

EN Ua USR uae omar ee en toe 
Pe Cle Rael aR UR) ee oe Doe Olt 
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Rebecca, exit the room and go towards the chemical 
room directly opposite with the password panel. 
Dam Reel Pe OM CR CR RCC Cool 
ing on the pool table) and enter the room. Mix the 
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3+4=7, 2+4=6, 6+7=13, 1+2=3, 3+13=V-Jolt. Take the 
mixture back to the underground tank where the 
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However, players who said no to Rebecca earlier 
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the sides of the room to avoid the falling acid, repeat- 
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of ammo are required to finish it off, allowing Chris to 
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Return to the guardhouse, saving the game 






















ithout Rebecca, Chris is left to kill Plant 42 himself. 





position and replenishing Chris’ health if hebedary 
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Tough-as-nails and vicious killers, the Hunters are lethal. 
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case taking the first door in the adjacent passage- 
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to the tiger room. Place the red jewel in the tiger's eye 
and retrieve the Colt Python. Make your way back to 
the storage room over the far side of the house, by 
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forth. Stock up on energy and ammunition for the 
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ceeding up the staircase. 
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discarding the Helmet Key when prompted. Proceed 
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yourself with a spare inventory slot. Exit the closet 
and head back towards the elevator, shooting the 
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immediately upon entering. Go over to the desk on 
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the water flow. To be on the safe side, 
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and get rid of the crank as it uses valuable storage 
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down to the lower courtyard... again. 
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Save the game position on the typewriter if it has not 
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ing down the passage and through the next door. 
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sure Chris has plenty of herbs and ammo and 
Cee ee aE aCe Cec etd one free inventory slot, climb the ladder and 






Stock up on herbs, ammo and another MO disk _ to the locked cell of Jill. MES secu ac) 
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rewarded with the special key. Once the game posi- 
tion has been saved, proceed back through the game 
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Next Month: A full-on player's guide for STARS 
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Alpha Team operative, Jill Valentine. 





BUG UO es CeO ORL COR CLEC 3 Wesker has his guts spilled by the ultra-hard Tyrant boss. 
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here are very few video 
games that turn our normally 
conservative Editor into a fren- 
zied, twitching maniac but those 
that do are guaranteed to earn 
the Master's seal of approval for all eternity. 
Although Quake usually occupies his top slot, 
this month has seen Rich foaming at the mouth 
with more quality Capcom action than any sane 
person should be exposed to. While Marvel Super 
Heroes clearly proves that the Saturn truly is 
the ultimate machine to own for arcade 
perfect 2D conversions, its long awaited coin-op 
sequel has finally arrived and reduced our mentor 
to a quivering mass of flesh. 
Actually, Marvel Super Heroes VS Street 
Fighter should really be consid- 
ered a semi-sequel to a 
number of Capcom 
classics as it takes a 
selection of charac- 
ters and certain game- 
play styles from the 
likes of X-Men: 
Children of the Atom, 
the aforementioned 
Marvel Super Heroes 
and X-Men VS Street 
Fighter. Utilising the 
company’s trusty CP- 
System II board once 
again, Capcom have pro- 
duced an interesting hybrid of a 
title, one that pushes their hardware to the 
limit and game ideas to almost ludicrous levels. 
Extensive playtesting of MSH VS SF (thank 
goodness for abbreviations!) soon reveals that the 
game is in fact something of a rush job. While 
Capcom's trademark quality gameplay is evident 
as always, it’s obvious that the Japanese developer 
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Capcom have utilised back- 
grounds from X-Men VS 
Street Fighter, but changed 
‘some settings from daylight 
to night. 
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ising existing backgrounds, animation pat- 
terns and even the same final boss that appeared 
in X-Men VS Street Fighter! 


LEGENDARY HEROES UNITE AGAIN! 
The most obvious gripe that must be levelled at 
MSH VS SF is Capcom’s puzzling choice of selectable 
characters, Instead of including new Marvel and 
Street Fighter characters, the company has simply” 
recycled those that appeared in previous games. 
While that crime is heinous enough, the fact that” 
the game's roster includes the likes of such second. 
rate zeros as Blackheart, Shuma Gorath and Dan 
simply adds insult to industry. However, the, 
remaining line-up remains reasonably 
strong with Marvel big guns Cyclops, 
Captain America, Hulk, Spider-Man 
and Omega Red taking on Capcom's 
finest, Ryu, Ken, Chun-Li, Dhalsim, Zangief, M. 
Bison, Akuma and Sakura. 

Curiously, the European and American ver- 
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All Supers are now accompanied with a stunning new psychedelic background motion blur! 


has cut a number 
of graphical corners, util- 
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Always first with major arcade coverage, SEGA SATURN MAGAZINE is in the enviable position this month of featuring 
some of the finest coin-ops to ever grace an arcade. From Capcom’s latest wares to SNK’s continuing series of 
awesome 2D fighters, we’ve got the lot! Also make sure you check out the new arcade tips section and enter our 
competition to win some cool Japanese gaming merchandise. 









While the Hulk VS Blackheart may be nothing new, Capcom’s 
latest coin-op pumps up all character’s special moves. 


sions of MSH VS SF do not feature the additional 
“funny” character, Norimaru. Based on a popular 
Japanese comedian, Norimaru’s image has instead 
been replaced with the game's logo. It’s currently 
unknown whether there are any secret fighters hid- 
den within the game but we'll be the first to tell you 
if there are! Maybe the secret final, final boss (who 
you fight after Apocalypse) becomes playable with a 
special code! 


NEW MOVES FOR OLD CHARACTERS 
Obviously, to balance out the completely over-the- 
top gameplay and almost constant use of Supers 
employed by the Marvel characters, the Street 
Fighting crew have been enhanced and now boast a 
number of new and improved moves. All characters 
are capable of pulling off mid-air combos and spe- 


formed on the ground. Just 
wait until you see the Hulk's 
Flaming Gamma Crush, 
co Zangief’s Final Atomic 
Buster and even Dan's 
yy super lame Shinkou 
Gadou-Ken (a pebble- 
sized fireball that does 
next-to-no damage). 
As with X-Men VS 
SQ) Street Fighter, basic 


cials although, as in X-Men VS Street Fighter, 
Super Attacks must be per- 
=" 
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Keep your eyes peeled for MegaMan's cameo appearance. 


© Marvel Super Heroes and all Marvel characters: 
"™A@ 1997 Marvel Characters, Inc. All Rights Reserved. Capcom Co.,Ltd. 1997 


Western gamers may be surprised to discover that Capcom have 


removed comedy character Norimaru. But we doubt it... 


likes of Ghost Rider, Elektra, Rose, Gambit, Rogue and even ol’ 
brushtop himself, J. Jonah Jameson! 
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gameplay remains unchanged as players 
select two characters and enter a tag team 
battle against other opponents. With fights 
taking place over one extended round, 
players use their fighting prowess, and 

the ability to switch between charac- 

ters by simultaneously pressing HP 

+HK, to whup the opposition 

before taking on the might of 

Apocalypse himself. 


While standard moves are per- 
formed with traditional Street 


q 2 “ A - AS 
Characters combine their powers to perform amazing Supers. 





Fighter joystick and button combinations, 
MSH VS SF also employs other Capcom 
gameplay features for experienced play- 
ers to attempt. These include the ability 
to perform an Advancing Guard (press 
all three punch buttons to push away 
an opponent while guarding), Safe- 
Falls/Break Away (press toward and 
any punch to land on your feet or 
push away when grabbed) and Super 
Jumps (tap down then up to leap twice 
as high). The Super Jumps in particular 


Now the penultimate boss, Apocalypse it still a tough nut. 





really open up the possibilities for mid-air combos 
and special attacks \with players pulling off all sorts 
of outrageous moves before hitting the ground. 


COMBINED CHARACTER SUPERS 
Although visually stunning, witness the new 
mated background effects and cool screen-hogging 
artwork, Supers cause only minimal damage when 
they connect. These completely over-the-top moves 
are guaranteed to draw many an onlooker as, once 
initiated, they fill the screen with both characters 
combining their Supers for dramatic effect. 
Officially know a8,a Commanding Attack, this 
graphically ludicrous move uses anentire level ofa 
player's Hyper Combo Energy (the bar located at the, 
bottom of the screen) andiis performed with a double 
fireball motion followed by HP + HK. Ifa player man- 
ages to finish a round by using a Commanding Attack, 
their resulting super move even receives its own title. 
For instance, defeat your opponents with a Spider- 
Man/Akuma Commanding Attack and the resulting 
“Crawler Shoryu Repa!” is displayed for all to see. 


CROSS-OVER ASSISTS AND. COUNTERS 
Another Capcom treat for hardened gamers to 
attempt are Cross-Over Assists and Counters. If 
you're being hammered into the:ground by a par- 
ticularly tough opponent, it’s possible for players. >> 
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>> to call for a spot of assistance from their partner. By 
simultaneously pressing MP + MK, your teammate 
briefly leaps in and provides momentary support 
with a swift kick or punch before leaping off screen 
again. Likewise, if you're guarding, performing a 
Back, Back-Down, Down motion and HP + HK 
enables your partner to sneakily attack an oppo- 
nent from the rear. However, this move drains your 
Hyper Combo Energy so use it sparingly. 


ENHANCED BACKGROUNDS 
Although there are no totally original 
backdrops in MSH VS SF (all back- 
grounds have been taken directly from 


The Hulk VS Ken? Yeah, right. Like that no-good, pyjama-wear- 
ing blond bum would stand a chance against old green/grey skin! 
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X-Men VS Street Fighter), Capcom have improved 
each stage with new lighting effects and cameo 
appearances by both Marvel and Street Fighter char- 
acters alike. For instance, look closely on the desert 
stage and you'll now see Marvel's blue-furred Beast 
sharing a camp fire with Blanka, the park stage now 
boasts the likes of Gambit, Rogue, Nash and Rose, the 
TV studio features Spider-Man's supporting cast 
(Aunt May, J. Jonah Jameson, Robbie Robertson, Mary 
Jane and Peter Parker) and the shopping mall 
even features a guest appearance from 
MegaMan! 
However, 
the ultimate 
character-fest is 
saved 'til last 
when players battle a 
giant Apocalypse in the vil- 
lain’s hidden laboratory. The 


big ‘4’ has captured a selec- 

tion of heroes and impris- 

oned them within glass 

tubes. Keep your eyes peeled 

and you'll spot Elektra, Ghost 

Rider, Balrog, Vega, Nash, Guile and more! 


All character's possess incredible new moves such as Sakura’s 
Air Fireball and Akuma’s Electrified Dragon Punch! 


MSH VS SF: THE SATURN VERSION? 
As readers undoubtedly discovered last issue, 
Capcom have announced a number of new Satum 
titles set to debut on Sega’s machine over the next 
six months. The latest games to be unveiled include 
DarkStalkers 3, X-Men VS Street Fighter AND Marvel 
Super Heroes VS Street Fighter. These three titles are 
all Saturn exclusives and the fact that they employ 
Capcom's new 4-meg RAM cart ensures that these 
games will be truly arcade perfect. 


by UD AIR OCIA e ea eee ai 


While Apocalypse himself is certainly a major 
pain in the butt, he is by no means the final boss 
in MSH VS SF. With his laboratory in ruins and his 
experiments destroyed, Apocalypse dispatches his 
greatest creation, a melding of man and machine: 
Cyber-Gouki! Looking strangely like the robotic 
Zero Gouki in Cyberbots, this nightmare fighters 
uses some incredibly powerful and damaging 
moves to defeat players. Not only is he lightning 
fast, thanks to grafted bio-mechanical wings, but 
his Rocket Punch and Flaming Gou-Hadou Ken are 
particularly lethal. It's possible that Cyber-Gouki is 
a playable hidden character but Capcom are stay- 
ing silent for the time being... 





Marvel Super Heroes and all Marvel characters: 
™&© 1997 Marvel Characters, Inc. All Rights Reserved.© Capcom Co.,Ltd. 1997 









SECRET 1: ROCKET SIGN 

On the expert course, near the waterway, if 
you can do five or more “Cool Combos”, 

the Sunchan family restaurant sign board 
will blast up into the air like 
a rocket with flames shoot- 
ing from it. 


SECRET 2: NEW 
CHARACTERS 
As well as the main six skaters there are also 
two new characters, dressed in funky swim gear, 
that can be accessed with special codes. 








A secret course, extra characters and big head mode. Does Top 
Skater contain any other hidden goodies? Find out soon... 





ALEX 

Ash’s older brother and a cool surfer dude. 
While on the character select screen, 
press the left button three times, then 


the right button three 


™ times and finally 
P-NUT 


press the left button 13 
times. This laid back 
surfboarding character 
now appears! 

Cookie’s older sister and a sexy body boarder. On 
the course select screen, keep the Start button pressed 
down then enter the character select screen. With the 
Start button still pressed down: tap the right button six 
times, press the left button six times, press the right but- 
ton three times, press the left button three times and 
then press the right button four times. Finally, release 
the start button and the foxy P-Nut appears! 





Check out the curvaceous bodyboarding P-Nut with the aid of 
our nifty cheat. Now Top Skater becomes Top Surfer! 


Players will have fallen afoul of the water-logged areas before, but select Alex the surfer and you'll now catch some radical waves. 


© SEGA 1997 ALL RIGHTS RESERVED 





Introducing a regular new section to Coin-Operated, SEGA SATURN MAGAZINE will now be bringing you up-to-date 
arcade tips, secrets and cheats as well as extensive player’s guides. This month we’re kicking off with some exclu- 
sive Top Skater secrets straight from those streetwise types at AM3! 














SECRET 3: THE LAZY MONORAIL 

On the upper course, don't do any tricks from the jump 
ramps and when you reach the monorail there will be 
a sloth hanging down holding a +30 Time Bonus. 


SECRET 4: DEVELOPMENT STAFF 

Not the most amazing cheat, but still worth keeping 
an eye out for nonetheless, The real Top Skater devel- 
opment staff appearon both the beginner and expert 
course as excited spectators. 


SECRET 5: TOP SKATER KIDS 

As in a number of Sega titles, (VF Kids, Virtua Cop 2) 
Top Skater also features a cool big head mode. 
During the course select screen, press the left but- 
ton nine times, press the right buttor’nine times, 
press the left button four times and then press the 
right button four fimes. Finally, keeping the skate” 
board device (fogt. controller) pressed forward, press 
the left and right buttons together three times. If 
you pull this off correctly, you'll hear DJ's laughing 
voice. Players are now be able to select any of the 
characters (including the two secret skaters) com- 
plete with massive craniums and enlarged limbs. 


SECRET 6: HIDDEN 
COURSE 

Keeping the skateboard 
device (foot controller) 
pressed forward, select the 
expert course. Keep the board 
pressed forward until the 
skateboard peripheral lock is 
released, After the expert 
course starts avoid doing any 
tricks and head for an open 
trick area on the left-hand side 
of the entrance. You should see 
a damaged section in the barri- 
er fence. If you do an Ollie ora 
Nollie and leap towards the 
hole, then you'll warp into the 
secret course: 





















ba ag 


To gain a cool +30 Time Bonus, just locate the lazy sloth! 
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espite the unveiling of the 


‘ Hyper Neo 
ree OG OF 
Samurai 
Shodown 
64 at last month's SNK 





Arcade Show, players 
were still going crazy for the lat- 

est installment in the company’s 

ongoing 2D beat ’em up series. King of 

Fighters ’g7 was as popular as ever and, although 
this was the fourth outing for Ryo Sakazami and 
friends, this new coin-op still drew an impressive 
crowd. Gameplay remains virtually identical and, as 


FIGHTERS 97, 


2. Including the new characters 
there are now a total of nine teams 
(27 characters) 
plus two spe- 
cial Team Edit 
characters. The 
new characters 
include Shingo Yabuki (a 
special Team Edit character) 
and a new team consisting of Yashiro 
Nanakase (team leader) and his two love- 
ly female fighters, Shermie and Chris. KoF '97 also 
includes a team voted for by Japanese players: Blue 
Mary, Billy Kane and Ryuji Yamazaki. 










with previous versions, the Team Edit function is 
still in there. However, there are several new fea- 
tures for fighting fans to get excited about: 


ADVANCED MODE 

This is an enhanced version of the KoF 
’96 system that’s been supplemented 
with additional features. This mode 
will appeal to those gamers who like a 
deeply challenging fighting game. 





1. KoF 'g7 includes an option allowing players to choose 
between two fighting modes: Extra Mode (based on KoF 
’94) and Advanced Mode (based on KoF '96). 





1, You can use emergency evasion 
manoeuvres to escape holds. 

2. There are a wide variety of jumps that 
can be employed. 

3. Your Power Gauge fills up when you hit 
your opponent or do a character's special 
killing technique. 


reer 


ORDER 


eS -E 
Poe 


Cae 
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Power Gauge: This mode is differ- 
4 {iG ent from previous systems in that 
, 4 you can power your gauge up by 
the above method. In addition, 
b oA] when the Power Gauge reaches 
\\ “MAX" you get one point. In pre- 
\"" vious versions. of the game, this 
method would automatically put 
you into the “Power MAX” state, 
where your character would shim- 
mer. However, this time, you can 
freely choose when to enter this 
18 = state by simply pressing the A+B+C 
+s <=. buttons simultaneously. 


EXTRA MODE 

This is a modified version of the King of Fighters 94 
system that has been made simpler by removing 
certain complex features. This mode will really 
appeal to those novice players who would like an 
easier game system to fight with, Advantages of the 
Extra Mode are: 


1, You can use the offensive dodge. 

2. There are two types of jump that can be employed 
(Normal and Super). 

3. Your Power Gauge fills when you press the A+B+C 
buttons together. It's then automatically activated 
when full. 


NOTE: You. can also play Advanced Mode VS Extra 
Mode battles and characters have different coloured 
costumes for each mode. 


WIN KING OF FIGHTERS ’97 
KEYRINGS! 


SNK have kindly sent us a number of EXCLUSIVE 
King of Fighters '97 character keyrings to give 
away to the first clever readers who correctly 
answer the following brain-teaser: 


How many King of Fighters games have there 
been so far? 


If you think you've cracked it, send your entry to 
the usual address and mark 'em THEM’S 


FIGHTING WORDS. Correct answers will be 
drawn at random and each win- 

ner will receive their very own 
mini-KoF '97 character 
keyring. Hey, you can even 

hang your keys from ‘em! 

Entries to reach us no later 
than 2othe October 1997. 





© 1997 SNK 











ISSUE #1 NOV 95, 
Reviewed: Clockwork Knight 2, Sim 
City 2000, Theme Park, Street 
Fighter: The Movie, NBA Jam TE, 
Robotica, NHL Hockey, Rayman, 
World Series Baseball 

FIRST ever issue of SEGA SATURN 
MAGAZINE replete with features on 
Virtua Fighter 2 and Virtua Gop! 


ISSUE #7 MAY 96 

FREE! REVIEW AND TIPS BOOK! And! 
NiGHTS revealed! Reviews: Euro '96, 
Panzer Zwei, Defcon 5, The Horde, 
Nightwarriors/Vampire Hunter, 
Revolution X, Alone in the Dark 2, 
VF2 masterciass: the penultimate 
edition. WipEout guide part two, 
plus all the X-Men moves too! 






ISSUE #13 NOV 96 

Amazing Street Fighter Alpha 2 cov- 
erage! Reviewed: Street Fighter 
Alpha 2, World Series Baseball 2, 
Tomb Raider, Earthworm Jim 2, 
Impact Racing. Showcases: Vipers 
part 2 plus programmer interview, 
Tomb Raider. Plus: tips to get you 
all the way through Exhumed! 


ISSUE #19 MAY 97 

CD WITH DEMOS OF SONIC BLAST 
30, VIRTUAL ON AND DIE HARD 
ARCADE! World’s First Quake Shots! 
Reviewed: Bomberman, Crypt Killer, 
FIFA 91, NBA Live 'S7, Dragonheart, 
‘Swagman, Puzzle Fighter, Space 
Jam, Return Fire. Tips: MegaMix 
part one, Die Hard Trilogy part two, 
Soviet Strike, 





ISSUE #2 DEC 95 
Review 
Cop, Fit 2 
Hi-Octane, Vietory Boxing, Golden 
‘Axe: The Duel, Mansion of Hidden 
Souls, Hebereke’s Popoito, 
CyberSpeedway. Showcas 
Virtua Fighter 2, Firestorm, X- 
Men: Children of the Atom, 





ISSUE #8 JUN 96 

Heart of Darkness featured... and 
it's stil not out! Reviewed:Guardian 
Heroes, Ultimate Mortal Kombat 3, 
In the Hunt, Discworld, 3D 
Lemmings. Showcases: Panzer Zwei 


final, NiGHTS, Guardian Heroes final 


update, Full detallage on top games 
still worth buying today! 


ISSUE #14 DEC 96 

World's First Virtua Cop 2 Review! 
‘iso reviewed: Daytona CCE, Amok, 
Street Racer, Hardcore 4x4, Chaos 
Control, Three Dirty Dwarves, 
Blazing Dragons, Crimewave, PGA 
Golf "97. Showcases: Cop 2, 
Christmas NiGHTS, Daytona CCE. 
Lobotomy Software interviewed! 


ISSUE #20 JUN 97 

Last Bronx Revealed! More incredi~ 
ble Quake! Reviewed: Fighters 
MegaMix, King of Fighters 95, 
Pandemonium, Mr Bones, 
Mechwarrior 2, Scorcher, Shining 
the Holy Ark. Showcases: 
Pandemonium, Mechwarrior 2, 
Shining Holy Ark! Tips: MegaMix, Die 
Hard part three, Hexen part one. 


ISSUE #3 JAN 96 
Reviewed: Sega Rally FI Live 
Information, Galactic Attack, 
Mystaria, Worms, Virtua Racing, 
Off-World Interceptor. Showcases: 
Guardian Heroes, Mystaria, FIFA 
'96... plus all the secrets of Virtua 
Cop! Plus ultimate Sega Rally cov- 
erage... the BEST racing game! 


ISSUE #9 JUL 96 
Full E3 report with first Gop 2.cov- 
erage! Reviewed: Loaded, Need for 
Speed, Shockwave Assault, Big Hurt 
Baseball, Blackfire, WWF, Striker, 
Virtual Open Tennis, Ghen War. 
Showcases: Sonic X-Treme (now 
canned!) VF Kids, Exhumed, Space 
Hulk and of course NiGHTS! 


ISSUE #15 JAN 97 

COVER CD WITH VIRTUAL ON, DAY- 
TONA CCE, WORLDWIDE SOCCER, 
TOMB RAIDER! Reviewed: Virtual On, 
Blast Chamber, NHL Hockey '97, 
Command and Conquer, Sega Ages, 
Mighty Hits, Tetris Plus, Breaks 
Krazy Ivan, Tunnel BI, Madden 
Jewels of the Oracle, 


ISSUE #21 JUL 97 

WipEout 2097! Resident Evil/ Marvel 
Super Heroes exclusive! Review 
Jonah Lomu Rughy, Battlestations, 
104, Actua Soccer Club Edition, The 
Grow. Sonic Jam feature! Double 
AMS interviews: arcade Top Skater, 
Last Bronx! Tips: Shining Holy Ark 
part one, MegaMlix part three, 
Hexen part two! 





ISSUE #4 FEB 96 

Reviewed: Wing Arms, FIFA "96, 
Virtual Golf, Johnny Bazookatone, 
Toshinden, Gyberia, Casper, D, True 
Pinball, World Cup Golf. Showcases: 
Vampire Hunter/Street Fighter 
‘pha, D and all the secret cheats of 
Sega Rally! Plus Panzer Zwei AND 
part one of the VF2 Mastercla 






Road Rash, Primal Rage, Slam and 
Jam, Starfighter 3000, Olympic 
Football, Sea Bass Fishing, Pro 
Pinball. Showcases: 

VF Kids, Alien Trilogy, Also: 
Guardian Heroes Tips! 

























ISSUE #16 FEB 97 
Amazing Fighters MegaMix 


Coverage! 16 pages of small tips - 
its all n here! Reviewed: Sonic 30 
Blast, NFL Quarterback Club '97, 
NBA Jam Extreme, Toshinden URA, 
Tempest 2000, Batman Forever, Big 
Too!, Dark Savior. Showcases: Bug 
Too! Tomb Raider guide part one! 


ISSUE #22 AUG 97 

Sonic R revealed! Special £3 Report! 
Reviewed: Sonic Jam, Dark Light 
Conflict, Dragon Force, WipEout 
2087 Previews: Quake, Marvel 
Super Heroes! Showcased: Dragon 
Force, Last Bronx, WipEout 2097, 
Enormous Resident Evil guide! Tips: 
Hexen Final Part, Shining the Holy 
‘Ark Part 2. 










ISSUE #5 MAR 96 

Reviewed: X-Men: Children of the 
‘Atom, Darius, Baku Baku Anim 
NFL Quarterback Club, Hang Ov 
Titan Wars. Showcases: Euro" 
Legend of Thor, Street Fighter 






Panzer Zwei! Plus: VF2 masterclass 
and Sega Rally guide! 






ISSUE #11 SEP 96 
Amazing Candy Fighting Vipers 
Cover! Reviewed: VF Kids, Alien 
Trilogy, Athlete Kings, Exhumed, 
NBA Action, Space Hulk, Keio Flying 
Squadron, Bust-A-Move, Story of 
Thor, PowerPlay Hockey. Showcases: 
Sega Ages, Cop 2, Soviet Strike, 
Plus: Shining Wisdom tips 


eater 
oer 
VO 
ISSUE #17 MAR 97 
Manx TT Exclusively Revealed! 
Reviewed: Die Hard Arcade, 
Crusader, Hexen, Die Hard Trilogy, 
Grid Run, Andretti Racing, Tit, 
Soviet Strike. Showcases: Hexen, 
Soviet Strike, Fighters MegaMix, Die 
Hard Arcade. Tips: Tomb Raider 
part two. Exhumed Team Dols! 





Final Shining the Holy Ark guide! 







ISSUE #6 APR 96 
Reviewed: WipEout, Magic Carpet, 
Street Fighter Alpha, Shellshock, 
Valora Valley Gof, Shining Wisdom, 
Gex. Showcases: Magic Carpet, Gun 
Griffon, MK3, Panzer Zwei, 
DarkStalkers/Vampire Hunter. Plus: 
‘VF2 Masterclass part three AND a 
cool WipEout guide, 


ISSUE #12 OCT 96 
Daytona CCE revealed! Reviewed: 
WorldWide Soccer °97, Fighting 
Vipers, Actua Golf, Destruction 
Derby, Blam! Machinehead, Bubble 
Bobble Pack, Highway 2000. Also 
included: Awesome NIGHTS guide 
that will blow you away. And! The 
dread arrival of The Master! 








ISSUE #18 APR 97 
Duke Nukem 3D! Lobotomy inter- 
fiewed: Manx TT, Area 51, 
“Incredible” Hulk, Norse by 
Worsewest, Iron Man/X-0 Manowar, 
Mass Destruction, Spot Goes To 
Hollywood, MegaMan X3. Tips: Tomb 
Raider Conclusion, Dark Savior, Die 
Hard Trilogy. AM Annex Interviewed! 


HOW TO ORDER: 


So as you can see, you can't 
afford to be without ONE issue of 
our fine periodical. In fact, you'd 
have to be a lunatic! So... now, 
here’s what you have to do. For 
every issue you want, 

specificy the ISSUE NUMBER, the 
MONTH, and the YEAR. Each mag 
costs the princely sum of £4.50, 
including P&P. Make cheques 
payable to EMAP IMAGES LTD. 
Send away to SEGA SATURN 
BACK ISSUES, Tower Publishing, 
Sovereign Park, Leicester LE87 
4PA. Alternatively you can give 
then a call on: 01858 435350. 
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WARCRAFT 2 


Y EA £44.99 91% 


DISCWORLD 2 


BY PSYGNOSIS £39.99 82% 





There's always something of a problem 
when it comes to reviewing adventure 
games like Discworld 2. The problem lies 
in the fact that people either love or 
totally despise titles such as this. We 
were pretty heavy on the original 
Discworld when it came in for review, 
but that didn’t stop a veritable legion of 
Saturn owners buying and enjoying it 
immensely. But time goes on and yes, 
we still don’t really like adventure titles 
as opposed to arcade and Shining-style 
role-players. 

So at the moment SSM collectively 
has an enormous great fence wedged 
up its arse (brought on through sitting 
on it for such a long time). There's plen- 
ty to commend Discworld 2 - the graph- 
ics and storyline are superior to the 
original and the puzzles aren't quite as 
bizarre as they were in the first game, 
which is pretty good news. In this 
sequel, fairly logical thinking results in 
progress as opposed to the mind-warp- 
ing activities of the first game. 

Being Discworld you can imagine 
that a fair old injection of humour has 
made its way into this videogame inter- 
pretation. And you'd be right. However, 
as in the first game, the level of humour 
can be just a bit too cheesy. Laboured 
gags are sent flying around left, right 
and centre and to be honest, after a 
while it all got a bit tedious. However, 
doubtless the legions of Discworld fans 
out there will get plenty of thigh-slap- 
ping amusement out of this game. 
Still, the bottom line remains: if 
you liked the first one, get this because 
t's better. Better in every regard, in 
ictual fact. But if it's action you want 
rom your Saturn, avoid this game and 
pend your money on Resident Evil 
which combines adventure and arcade 
ameplay almost perfectly. 


At the time of writing it still looks pretty 
unlikely that the brilliant follow-up to 
Command and Conquer, Red Alert, will 
make it to the Saturn. This is a bit of a 
hame, but helping us to get over the 
disappointment is Warcraft 2 - 
Electronic Arts’ attempt to grab a slice 
of the lucrative C&C cake. As you can 
ee from the screenshots, the strategy 
based action is virtually identical to the 
Westwood classic in that it employs 
pretty simplistic graphics along with a 
point ‘n’ click style interface. 

The big difference is the scenario. 
As you might imagine with a name like 
Warcraft”, the game is more mediaeval 
in nature as opposed to C&C's futuristic 






RESIDENT EVIL 


BY CAPCOM £44.99 94% 





Capcom are swiftly establishing a rep: 
utation as the premier Saturn third 
party developer. All of their 2D beat 
‘em ups are uniformly impressive, as is 
their first foray into the world of three 








dimensions. Resident Evil has finally 
arrived on Saturn and it is frankly bril- 
liant - as you would expect 

The sheer atmosphere of the 
PlayStation original was what made it 
so brilliant. That, coupled with the sick 
eningly realistic graphics propelled 
Resident Evil into the all-time great 
videogames. 

So what's the big deal? Well, basi. 
cally Resident Evil is the logical pro. 
gression from Alone in the Dark. The same combination of polygon characters and 
static backgrounds is used in RE, but everything is ten times more realistic in the 
Capcom game thanks to the polygon-handling prowess of the Saturn. 

The great news is that everything from the PlayStation version has made it 
over to the Saturn lock, stock and barrel. There is some shading missing from the 
characters, but this is made up for with deeper, richer backgrounds plus a series of 
extras which are not to be found in the PlayStation rendition of the game (we cov 
ered the full range of bonuses in the last edition of SEGA SATURN MAGAZINE - go to 
the back issues page immediately if you missed out) 

Where it counts, Resident Evil is just superb. As a gaming challenge, it should 
keep you occupied for a fair old while and the inclusion of two STARS Team mem- 
bers to control effectively makes you want to play the game through twice (as the 
adventure is pretty different with each 
character). Additionally there are variou: 
routes through the game depending on 
your performance, adding further to the 
lastability Resident Evil offers 

Unequivocally, Capom’s latest is 
ace stuff and well deserved of this 
issue's Game of the Month award. SEGA 
SATURN MAGAZINE humbly suggests 
you get down to the shops NOW and 
purchase with confidence! 





shenanigans. So it’s out with tanks and 
eeps and in with archers and catapults. 
Which is fair enough 

There is also a fair wedge of chal- 
lenge found in Warcraft 2. There are 52 
levels to wade through, plus the oppor- 
unity to play as either side in the con- 
lict (as in C&C), Plus the computer is no 
push-over either. Excellent stuff. 

It has to be said that there is great 
ack of strategy titles on the Sega 
Saturn. True, Dragon Force has been 
eleased recently (although its style of 
gameplay is very different from this) so 
he timing of Warcraft 2's release could- 
n't really be much better. 

Adding to the value of the package 
is the fact that the Saturn version of 
Warcraft 2 has all of the levels of the 
expansion pack in addition to the base 
PC version's. So that can’t be too bad 
either, can it? 

As we said before, in the absence 
of Command and Conquer: Red Alert, 
you really can’t go wrong with this 
game - a great return to form from 
Electronic Arts. 
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BEST BUYS 


EXHUMED 94% GAME £19.99 


A Doom-inspired first-per- 
son perspective blaster, 
Exhumed is Lobotomy's 
first foray into Saturn ter- 
ritory. Using an earlier ver- 
sion of the incredible 3D 
engine used in the forthcoming Duke Nukem 3D and 
Quake, the jaw-dropping visuals, spectacular lighting- 
and non-linear gameplay make this an essential pur- 
chase. And it’s better than the PlayStation version. 


Fee mnt eas 


Improving vastly on the 

original formula, Team 

Andromeda’s sequel to 

Panzer Dragoon is one of 

the most breathtaking 

games ever. Featuring the 
trademark gigantic bosses, multiple routes, a 
smoother frame rate and an awesome soundtrack 
generated by the Saturn's custom sound chip, it’s a 
steal at £19.99. 


95% GAME £19.99 


After reinventing the gun 

game genre with VC1, 

Sega compounded their 

success with the awe- 

some sequel. As a con- 

version, Saturn VC2 is 
nigh-on arcade perfect, featuring far greater level of 
detail than its predecessor, multiple routes and 
even a Saturn-specific stage. An essential purchase 
if ever there was one. 


TT Soe Wea a 


Quite simply the most 
innovative and beautifully 
crafted videogame of all 
time. Whilst the main 
game is a tad easy, the 
real challenge lies in rack- 
ing up huge scores by collecting gold chips, perform- 
ing bizarre aerial stunts and sustaining massive links. 
Pure genius in CD form. It might be worth trying to 
get the pack with the analogue controller though.. 


VIRTUAL ON 94% GAME / VIRGIN £19.99 


‘As a conversion of Sega’s 
one-on-one robot blaster, 
Virtual On is technically 
outstanding, boasting 
two split-sceen set-ups for 
awesome two-player bat- 
tles. Whilst the complex control system maybe off- 
putting at first, once the various tactics are discov- 
ered, Virtual On becomes an amazingly compelling 
experience. It didn’t get 94% for nothing, you know... 





GAME and Virgin MegaStores - amongst others - are currently in the business of releasing mega Saturn titles of 
yore at tiny, miniscule prices! Here, SEGA SATURN MAGAZINE picks out the best bargains. 


DY ee 


Taking on board the criti- 
cisms levelled at the origi- 
nal Daytona USA, the CS 
Team's conversion boasts 
vastly improved graphics, 
= a smoother frame rate, 
two new tracks, a split-screen two-player mode and 
loads of options not present in the earlier 
version Whilst not the conversion we wanted, it's a 
fine racer nevertheless. 


Eas reer 


Best console beat ‘em up 
ever? Well, opinion here is 
divided between VF2 and 

Fighters MegaMix, but the 


VIRTUA FIGHTER 2 98% VIRGIN £19.99 
fact remains that VF2 is a 


gel phenomenal piece of soft- 


ware, Perfectly emulating the coin-op original, the 
high-resolution graphics and pseudo-3D backgrounds 
are some of the finest on any console. Better than 
Tekken and its ilk, this is ESSENTIAL! 


FIGHTING VIPERS 9190 GAME £14.99 


Introducing weapons, bar- 
riers and armour to the 
standard VF formula, 
AM2's pseudo-sequel is a 
speedier and more violent 
brawler than the more 
graceful VF2. Whilst 
Fighting Vipers is largely redundant now with the 
release of Fighters Megamix, it remains excellent 
value at £19.99. And you get demos of AM2 playing 
the game too. And they're amazing. 


EV RT CL tel oe a 


Timed to coincide with 

last years Olympic Games 

(yawn), the Saturn port of 

AM1's ST-V coin-op is the 

best of its kind. Boasting 

unrivalled button-bashing 
track and field action and lovely high-resolution visu- 
als at a super-smooth 60 frames per second, Athlete 
Kings is an awesome package. Not so cool in one- 
player, but a great multi-player experience. 


CU aT Tea] 


This mission-based blaster 

sets players a series of 

arduous task in an 

immersing 3D environ- 

ment, similar to EAs Strike 

series. With some awe- 
some graphical effects, tough gameplay and an 
immensely enjoyable split-screen two-player mode, 
Amok is an absolute bargain at £14.99. This is clearly 
Scavenger (RIP) at their best 
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ATHLETE KINGS 90% £19.99 
ALIEN TRILOGY 85% £14.99 
AMOK 90% £14.99 
ANDRETTI RACING 83% £19.99 
BATMAN FOREVER 63% £19.99 
BUBBLE BOBBLE PACK 92% £19.99 
CLOCKWORK KNIGHT 2 83% £19.99 
DISCWORLD 72% £19.99 
EURO "96 80% £19.99 
EXHUMED 94% £19.99 
FIFA °96 79% £19.99 
FIGHTING VIPERS 94% £14.99 
GHEN WAR 78% £19.99 
HI-OCTANE 68% £14.99 
IRON MAN XO MANOWAR 41% = £19.99 
MYST 71% £19.99 
MAGIC CARPET 90% £19.99 
NBA JAM EXTREME 70% £19.99 
NBA LIVE ‘97 67% £19.99 
NFL QUARTERBACK CLUB ‘97 65% £19.99 
NIGHTS 96% £19.99 
PGA TOUR ‘97 68% £19.99 
SCORCHER 70% £14.99 
SHOCK WAVE ASSAULT 55% £19.99 
SPACE HULK 90% £19.99 
SPACE JAM 53% £19.99 
STAR FIGHTER 2000 58% £19.99 
STREET RACER 82% £19.99 
THREE DIRTY DWARVES6 = 5% = £19.99 
TOSHINDEN REMIX 66% £19.99 
VICTORY GOAL 57% £19.99 
VIRTUA COP 2 95% £19.99 
VIRTUAL HYDLIDE 50% £12.99 
VIRTUAL ON 94% £19.99 
WORLD SERIES BASEBALL 70% £19.99 


Te Ue Sa 


AMOK 90% £19.99 
DAYTONA CCE 90% £19.99 
DESTRUCTION DERBY 68% £19.99 
FIGHTING VIPERS 94% £19.99 
MASS DESTRUCTION 87% £19.99 
NIGHTS 96% £19.99 
PANZER DRAGOON 2 93% £19.99 
SCORCHER 70% £19.99 
VIRTUA COP 2 95% £19.99 
VIRTUA FIGHTER 2 98% £19.99 
VIRTUAL ON 94% £19.99 
WORLD SERIES BASEBALL2 80% £19.99 


gait aula Ve 


ARCADE RACER £19.99 
VIRTUA STICK £19.99 
SIX-PLAYER ADAPTOR £19.99 
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given the quality of the recent FIFA and Actua Soccer updates, Madden gons”. They look as cool as normal polys, but 

NFL ’98 arrives in the SSM office to prove us all wrong. Boasting all-new move much faster. This makes for a far 
gameplay enhancements and the personal endorsement of living legend John smoother EA Sports experience. Cool eh? 
Madden, it proves there’s life in the long-running series yet. 

For those unfamiliar with the barbaric American sport they call “foot- 
ball”, it goes something like this. Two teams of steroid-quaffing “jocks” fight 
for possession of the ball in an attempt to place it in their opponent's end 
zone, located at the far side of the field. Players are afforded four attempts 
with which to perform this task, each known as downs, within which time 
players must move the ball ten yards closer to the opponents end by using 
running or passing plays. Failure to move the ball the required ten yards 
results in a turnover, whereby the opposition gain possession of the ball and 
attempt to reach your end zone. Get it? 

Of course, these are the mere basics of the game which have been the 
staple of the series for years now. So what we all want to know is what's 
new for ’98? Well, EA reckon they've packed a shed load of features into 

Madden ’98 to make it a worthwhile purchase. And they could just be 
right. Already in evidence in the preview version of the game 
we've received is a smoother frame rate, improved artificial 
intelligence, more animation, new player moves, updated team 
listings, customisable teams, tighter controls and as you'd 
expect, old John Madden himself lending his unparal- 
leled expertise to the proceedings. 
Madden was a huge hit on the Megadrive and in 
the more recent Saturn version. This year’s update 
looks set to continue this trend, with a wealth of 
extra options improving on an already winning for- 
mula. But hold onto those pennies until the exclusive 
review in the very next issue of SEGA SATURN MAGAZINE. 


J ust as we were beginning to think these sports updates were a bad idea, John Madden 98 uses a system of “virtual poly- 











John Madden Football is just about the only 
remaining EA Sport that’s really worth buying 
in its 32-bit incarnation. The 1998 
updates of the series look most 
promising though, judging from the 
look of Madden 98. We'll keep you 
posted on the others. 





Dear Newsagent, 


Ithas been a long quest, sir! A journey fraught with hazard, 
hardship and woe. But finally | have located the publication of 
legend: SEGA SATURN MAGAZINE. And now | am desirous of it 


every calender month! So be a love and put it to one side eh? 


NAME 


ADDRESS 


SEGA SATURN MAGAZINE, 
NOVEMBER ISSUE. OUT OCTOBER 15! 


















& Tom RAIDER OR 
& DOOM 







10 Pin Aue 
3D Lewnincs: 

‘Actua Soccer CUB EDITION vn 
‘Actua Gour 

‘Actua Tenn 

‘ALONE IN THE 

‘Auox 

‘Anoneyti Racing 

‘Asta 51 

‘Aran Gueaiest Hits 

Barus Monstexs 

Barris STATIONS. 

Broun, 

Buack Dawn. 

Buss! MACHINEHEAD 


Bu 
Buc Too! 

Bust A Move 2 
Case 

Clockwoax Kwicht 2 
‘Commano & Conaue 


AUSTRALIAN RuGaY LEAGUE. £15.99 











BEAVIS & BUTTHEAD ... £19.99 
BRUTAL PAWS OF FURY... £19.99 
Fira Soccer ‘95 £14.99 
Gaunmier 4. £19.99 





INTERNATIONAL SuPenstan Soccex Deluxe .£31.99 
‘Mea Games 1 - Wort Cup Iraua ‘90, 

Cowumns, Super Hane ON. 
NHL Hockey ’95.. 
PGA Tour Gotr 2... 
PGA Tour Goir 3 
PHantom 2040 

PREMIER MANAGER ‘97 ..... 
Rucsy Wort Cur ‘95, 








SALES HOTLINES 
OPEN SEVEN DAYS A WEE 


LUNES OPEN am’ 8pm MONDAY - FRIDAY, 
10omn-7pm SATURDAY, 1 Oom-4pm SUNDAY. 
ANSWERPHONES ALL OTHER TIMES. 


(ORDER BY CREDIT CARD, CHEQUE, POSTAL 
‘ORDERS OR CASH (PLEASE SEND CASH INA 
REGISTERED ENVELOPE FOR YOUR OWN, 
PROTECTION, 


NO QUIBBLE EXCHANGE POLICY - IF YOU 
‘ARE UNHAPPY WITH YOUR PURCHASE FOR 
‘ANY REASON, SIMPLY RETURN THE ITEM IN. 
PERFECT CONDITION WITHIN 48 HOURS OF 
RECEIPT BY RECORDED DEUVERY AND 
SUBJECT TO A FEE (10% OR MIN £4), WE 
WILL SWOP IT FOR ANOTHER ITEM. (THIS 
‘OFFER APPLIES ONLY TO ITEMS USTED IN 
‘OUR MOST CURRENT ADVERTS AND 
EXCLUDES ITEMS BOUGHT TO ORDER), 


4) 


& Daytona USA or THEME PARK 
& THUNDERHAWK 2. 





PRICES INCLUDE 


‘AREAS IN THE UK (suaiecr 10 stock) AND A 


All machines 
ieee rom. y are July gueranteed by Sega. 
eur machine develdas a fault sal inthe guaranties 

iod, we are the ONLY mail order compa 


& SeGa RaLty on WorLDwiDE Soccer “97 on Euro “96, 
& Die Haro Troy & PREDATOR GUN....... 

AT THE SAME TIME AS A SATURN erreFOR JUST 
‘AT THE SAME TIME AS A SATURN.FOR JUST 
AT THE SAME TIME AS A SATURN srrnnnrnrneFOR JUST 


PCOUECT TY FROM YOUR DOOR AND REPLACE T FREE 


GAME al srsrssscnaam 


0113 234 0444 
0113 234 0999 
0113 234 0666 












TO MOST 


Sect 





= RN GAMES 


‘Conquest EantH... 
Chinewave 
GR0¢ 
Chow: City oF ANGELS 
‘Chusaose: No Rewoase 
Cryer Kise 


Dasxuicat Contucr. 
Dark Saviour 
DavTona Racin. 
Davtona USA: CCE 
Dercon 5 
Destruction Betsy 
Die Hato Arcane 
Dir Haro Teo¢r. 
Hazo Tenwocy 
Doom 
Daasonrorce 
Duxe Nuxcn 3b.. 
Euro '96 
Ennungo, 
FIFA Soccer “97. 
Figirens MEGAMI 
Figurine Force 
FiGHTING Vins 











Frank Tuowas BASEeAll £37.99 
Gauacric ATrack £27.99 
Ga £24.99 
Gren Wak £35.99 
Gouven Ant THe Duet £29.99 
Guo Run £32.99 
Guarouan Hetces £24.99 
Guxcuirron. £21.99 
Hanocote 4Xd £31.99 
Hexen £28.99 
Highway 2000 £21.99 
IMPACT RACING £35.99 
Inoerenpence Dat £36.99 
INTERNATIONAL VICTORY GOAL vrrnnnrnr€ 10.99 
Jonan Loau Russ) £35.99 
Kin or twe Ficarens “95 £33.99 
Lost Vincs 2. £34.99 
Mass DesteucTiON £29.99 
Macic Cater £21.99 

£36.99 


Maxsion oF Hidden SOULS 
‘MANX TT FIFA ‘97. 





Tommy LASORDA BASEBALL 
Virtua FIGHTER. £35.99 
Worms £30.99 
ACTION RePLay Pro CHEAT CaRTRinGe £38.99 


Puase 9 Grapuare Pap - TuRBO-FiRE, 
AUTO-FIRE & SLOW MOTION 


£18.99 








mnie Eis GolF 
Jurassic Pas 
‘Monrat Komsat 2 





FAX ORDERS ON - 


CORDERWITH CONFIDENCE FROM ONE OF THE 
LARGEST DISTRBUTORS IN THE COUNTRY - OVER 
500,000 SOFTWARE TEMS SUPPLED SO FAR! 


.WE PROVIDE ONE OF THE FASTEST DELIVERY 
SERVICES AROUND, 2-3 WORKING DAYS 
MAXIMUM. ON GAMES, NEXT WORKING DAY ON 
MACHINES. (PLEASE ALLOW 7 DAYS FOR 
(CLEARANCE IF SENDING A CHEQUE & CALL TO 
(CHECK AVAILABILITY BEFORE ORDERING) 


1ST CLASS DELIVERY FREE OF CHARGE TO 
U.K. MAINLAND. OPTIONAL NEXT DAY 
DELIVERY £4.00, PLEASE ORDER BEFORE 3PM 
‘TO ENSURE IMMEDIATE DESPATCH, 


1000'S OF TITLES AVAILABLE, IF YOU CAN'T SEE 
THE ITEM YOU WANT, PLEASE RING AS STOCK 
ARRIVES DAILY. SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL MACHINES, 











£24 
‘Miceo Macuines 3. x 
‘Montat Komear 3 (Uirinate MKS) £21.99 
Montat Komsar Tritocy 31.99 


Ma Bones 
Mastanin 
NBA Live 97) 
NBA Live 98 
NBA ACTION, 
Nixo Fon Sree 
NFL MaoDEN ‘97. 
NEL MADDEN '98, 
NFL Quanrensack Cis 97 
NHL Hoceey 

NHL Hocker ‘97... 
NHL Hockey '98 
PANDEMONIUM 
Panzex Deacon 
Panzek DRAGOON 2 
Psat Beach Gour 














PGA Tour Gow ‘97 £21.99 
Prveatt Geass £18.99 
Premier Manacte 98 . sone 31.99 
Poweertay HOCKEY £33.99 
Pnat RAGE £24.99 
Pro Pineau: Toe Wee, £32.99 
Ravan £22.99 
TOMB RAIDER STREETFIGHTER ALPHA 2 




















Rewoaneo 
RESIDENT EVIL sscsenennc 
Sconcren 

Seca Rauy 
Seon Wortowioe Soccer 97. 
Shinn 18 THE Hoy ARK 






Sunni Wisoom £27.99 
Shnoss X £19.99 
Shockwave ASSAULT £17.99 
SKELETON Wasnons, £33.99 
Stam w Jan ‘96 $31.99 
Sonic 3D 

Sonic Jaw 

Sover Sree. 

Space Huux x 
Spor Gots To Hotltwooo £28.99 
Srasriciter 3000. £36.99 


AVAILABLE AT 
BRITAIN’S. 
LOWEST PRICES| 
PLEASE CALL 


ocY 
Coot Boaroer: 
Micro MACHINES 
Resivent Evit. 
Toms RAIDER .. 


Please ring to confirm ovailability 









RACER 


Sunes Puzite Fichres 2 


Swacwan, 
Tenrest 2000 
THEME PARK. 

Tree Diy Oi 


THUNDERHAWK 2 srr 


Tw 
Tona Raioin. 
Torco 


Tostinoin UA. 


Trash 
True Piniail 
Towne BY 





Virus Cor 18 Gon 
Viarua Cor 1 

Varua Cor 2 
Viarua Cor 2 & Seca Licur Gun, 
Virtua Cor 2 + Predator Licht Gun 


Virtua Fichter 
Vata Fichree 


Vurrua FionteR Kinz... 


Virtua Rains 
Vinruat Gour 
Vieruat On .. 
Warceatt 2. 
Wing Aus 
Weeout 
Wireour 2697 


eoNonaun— 


fee 





Worto Cur GoiF Pi 















Heartune iso unique creature hat loves fo be fouched and kept clean. 
Heartune is usually very hay 


ottention. If neglected, 
yanic though, all you have to do is whistle ond He 

jeartune can also tell the future! The older it gets the wiser it becomes and 

the more powerful its fortune-telling abilities. It can fell your luc 

and lucky item for the day and tomorrow’s 
re it 


Don't 
back. 


after it 
its toll 
including 


TFIGMTER ALPHA 2 


VIRTUA FIGHTER KIDZ VIRTUA COP 2 
a 


i 


Eoirion. 
2 




















Pees 


ft wil 


and shape may 
Cats, 


Chickens, 


£33.99 
$24.99 






























y and bounces around the screen but if likes lots of 
‘and may even leave you! 
jeartune will come running 


me moody and bored 


me. However, i 
vary. Many other f TAMAGOTCHI availabl 
 Binoatur, Fc Ducks, et,.hom £10.99. 

ACCESSORIES 


Preoaror Licht GuN _OrFiciat SarueN Pad 


/Muvn-Puaver 
|Apartor 


Racer 
Sreeunc 
Waeet 


& 


Virtua Stick. 


Stemming WHEEL & 
FOOT PEDALS WITH 
| WORKING GEARSTICK. 
_|Worss on N64, 
PSX & SaTuRN. LCD 
DISPLAY, PROGRAMMABLE KEYS, THROTTLE HOLD & 
DYNAMIC CORNERING... orien 
Quantum Jorran « 








Ornici Seca Sarutn Conteot PAD 
NEW Anwocue Jorn 
eae Su Pos 


Jorma Boa Gu 
Ancaoe Race Seca We 


AF Uni (Sa us 

Seca Licht Gun ror Viarua Cor . 

PrepaTor Licit GuN - wows on PSY & Saruen 
Dust Cover. 

Puoro CD Cantu. 

Saruan Scart CALLE. 


£17.99 
£7.99 
vB 499 
£12.99 


Dae. Acnon Rear Chat Carat 
4699 


svsseeeeeee £10.99 

4.99 

DUNGEON Master 2...£12.99 

BUY BATTLECORPS 

OR SKULLKEEP & GET DUNE FREE! 


32X. 


32X Consoie+Doom+ Virtua FiGHTER.£49.99 






TOUGHMAN BOXING .. 
Virtua FIGHTER. 


BUY 2 32X GAMES AND PICK 1 FREE! 


Ge ed 





CME 

















"ASH [_] CHEQUE[ ] PosTAL OrDER 








DIDOOOOOOOOOoo 


SIGNATURE: . 


Fax: 


+CUSTOMER NO? «0... 


Caro [_] 








‘Cut out this order form and post to : 
jAMEPLAY, UNIT 3 TAVERNERS WALK, 
NORTH STREET, LEEDS, LS7 1AH. 











Item DESCRIPTION 


ForMAT __ PRICE 



































Podge FREE 





=O 


oO | Exe Dare CVO Issue No. [IL 


* vena postage - £2.50 per stare te. Optional NXT 
DAY DELIVERY crolble fr £400. Pas rd 
tefore Jom oerave immedi depth. 


w]e] mle] mm] ml 





lords sipped win the UK 


PaP 
TOTAL|£ 
Cheques payable to ‘Gameplay. 


Prices correct at fime of going to press. E & OE. I 


- 














number, colour 
‘you do not look 
‘can sometimes turn into @ monstrous little Devil which won't do as 














WORLD CHAMPIONS 


eee 























Big Bloke. 
Big Game. 


“INCREDIBLY PLAYABLE, THOROUGHLY ENJOYABLE, 
ON ee ld 


91% THE OFFICIAL SEGA SATURN MAGAZINE 





Dee Mt met i Ml a Ue Mt 
definitive multi-player rugby game featuring - tackles, scrums, lineouts, rucks and mauls. THE BEST SELLING 


eee ee eae) RUGBY GAME* 








RETROMAGS 


Ta OR On Ca ECC RMON ECE reals 
from years gone by, before they are lost forever. 


Thanks goes out to everyone who makes this possible. 
Starting with the original writers and editors, 
to all the people involved in acquiring and 
digitizing these magazines. 





People interested tn helping us out, 


in whichever way possible. cL 

Ta ACCUM EPA CMCC 
OT Ue = i; 
visit us as Www.retromags.com os oT 
oe 


CCA Ace RUN CSM UCR Erb Alcs 
Cee ee de 


We have no desire, nor intent to profit 
ML RUC UCR mL 


CU Ce 
if you come across people trying 
BOR Buea 
DO NOT SUPPORT THEM! 


THANK YOU! 





